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Enter the 1988 Olympic Challenge with Daley 
Thompson as you work out' in the gym, where 
your efforts wfll directly affect your performance in 
the competition itself- another first from Ocean. 

Ten Olympic events include Long Jump, 
Shotput, High Jump, 100m Sprint, 400m, 110m 
Hurdles, Discus, Pole Vault Javelin and 1500m. 
You wi 1 1 need all your skills to build on what you 
hope was, an impressive work-out, and, as is 
necessary for all top flight athletes, your judgement 
to select the most effective equipment for each 
event is now vital - a decision which can win or 
lose you a place on the podium, 
l This isn't just another sports 
simulation, this is a Daley 
Thompson event' where all his 
talent and humour burst through 
to make a thrilling and enter- 
taining game play for all the 
" family. Co for the Olympic Challenge! 






AMSTRAD 

COMMODORE 

SPECTRUM 

€9.95 

CASSETTE 



AAASTRAD 

COMMODORE 

SPECTRUM 



COMMODORE ATADI CT 
SPECTRUM Al AKI 3 I 

14.95 19.95 



DISK 



eMphone: 061 832 6633 Telex: 669977 OCEANS C Fax: 061 834 0650 



Also available for your Amiga 




Editor Gary Pert*; Art Editor Caret* Jones; Adv*rtisin( 
Manager Mar* Scriwen; Magaiine Asrirtant Jeflni Dunphy; 

Contributing Editors Sie*e Jarrm. Grteme KkM. Julian 
Rignall. Graham Taylo*". Gary Whitta Typesetting & AW 
by Professional fteprographk Services, SU High Strrti, 
Hur.xirgdofl, Cambridgeshire PE 1 9 6AQ Colour Origjna- 
tion by Mainset. 181 Hemmilgford Ro*d, London Nl 
Printed by Swlhwil Prirn, Uptort Factory. Upton, Pooie, 
Dorstl Distributed by £MAP Frontline Ltd 
Telephone Numbers 
Editorial* Adwenzisinfi 
Facsimile 

Subscription Queries 
Newscrade Queries 
AddreiWrt 

EdiLor.al * Advenisir^g: Priory Court, 30-32 Farnrfldon Une. 
London EC I a 3AU 

Subscriptions: ?0 B** SO0, Ulster LE*9 OAA 
Back issues: EMAP Frontline Ltd, I Lincoln Court, Peterbor- 
ough PEI 2RP 

With special Thanks To: Matt Beilby. Paul faughcon* ftoob« 
lo^es, Gary Liddon, Bill Sheplwd Ian Waison, Andrew 
Wright © The One I9B0 



01 IS I 6222 
0160*26,96 
0658 145*7 





28 HOSTAGES L , k , 

You can cut the raphin with a blunt knife as you attampt to n»» ham- frtw d. tlutche, of hearth 
urrorta. Infogrames bring all the nail-biting tension of a seige to the ST and Am-*a_ 



THE ONE: AN 
INTRODUCTION 

So what 1 ! it all about then, eh? 
A brief introduction to The One 
and the team behind this issue. 

COVER DISK 
INFORMATION 

How to load and play Nebulus on 
the ST and Fusion Dream on the 
Amiga. 

NEWS 

All the latest information on up 
and coming releases at your 
fingertips, including news of 
Daley Thompson's Olympic Chal- 
lenge from Ocean, Act! vision's 
coin-op conversions, the long- 
awaited 5T and Amiga versions 
of Elite from Firebird, and... and 
plenty more besides, 

REVIEWS 

Forty-five information and 
picture-packed pages... 



61 Action Service (Infogrames) 

72 Army Moves (Imagine) 

86 Eliminator (Hewson) 

39 Exolon {Hewson) 

18 Federation Of Free 

Traders (Gremlin) 

42 Final Assault (Epyx) 

28 Hostages (Infogrames) 

82 International Karate + 

74 Netherworld (Hewson) 

91 Pacmania (Grandslam) 

34 Skychase (Image Works) 

24 Starglider II (Rainbird) 

49 Star Goose (Logotron) 

78 StarRay (Logotron) 

65 Super Hang-On (Electric Dreams) 

68 Where Time Stood (Ocean) 

36 Whirligig (Kainbird) 




45 Zynaps (Hewson) 




ADVERTISERS INDEX 




We've got them out for the lads, 
and here they are... Help is at 
hand for anyone experiencing 
problems with Ocean's Wizball, 
Rain bird's Carrier Command, Im- 
agine '& Arkanoid: Revenge of Doh, 
and Granslam's Chubby Gristle - 
among other things. 

PLAY GUIDE 

In our first in-depth play guide, 
Julian Rignall offers to take 
troubled Virus by the hand and 
guide them through an alien* 
infested land. 



DEMOS 



Gary Whitta sifts through a 
selection of disks from Public 
Domain library 17 Bit Software. 

ARCADES 

What you can expect to see in 
your local amusement arcades 
in the near future, including 
Sega 's Dynamite Du* and Kona- 
mi's Cabal. We supplied the 
coins, Julian Rignall supplied the 
words.,. 
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FEATURE 




Tomorrow's Word,-. Interac- 
tive, Graeme Kidd reports on 
the en citing applications of 
Compact Disc Interactive and 
Digital Video Interactive. 

24 STARGL1DER II 

The sequel to end all sequels? Not quite, but there's 
no shortage of praise Tor Ram bird's latest, Read the 
review, plus a chat with Jei about his past and the 
shape of things to come 
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82 INTERNATIONAL 
KARATE + 

Stop your grinnin 1 and drop your linen,., the boys in 
oriental pyjamas are back in town and they're cruisin" 
for a bruisin'. Fast W furious fightm' frolics in the best 

1 6-bit beat "em up yet, 
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91 PACMANIA 

Pac's back! And so are Inky. Biinky, Pinky and Clyde. 

only this time around they've brought a couple of 
friends to play.., Dot -munching thrills and mm I Is in 
Gran Slam's conversion of the Namco com -op. 




18 FEDERATION OF FREE TRADERS 

Han has come a long way since the days of beads and shrunken heads, A long, long way Gremlin shows just how 
engrossing trading can be - especially when it's mixed with some sweat-inducing biasting action. 
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Never have games players had it so good. While game concepts will never actually improve, the means 
to express them has certainly come a long way since the unreliable tape-based days of the ZXBL Over 
the last eight years, home computers have slowly but surely got bigger and better, with more colours, 
more memory, better sound and faster processors, allowing ideas to be put into practice which were 
previously impossible to express. The established 8-bit machines seem to be on the way out^ making 
way for the new breed of games machines and new magazines.,. 

The One is about 1 6- bit games and beyond. We aim to provide an authoritative monthly guide to 16- 
bit games, with as much information as possible presented in an easily digested form. The reviews will 
invariably occupy two or more pages, which gives us room to concentrate more on the visual side of things to convey the feel of a game better than r earns 
of text ever could. The games then begin to speak for themselves, allowing us to explain more easily and effectively how they play by means of detailed 
captions or annotations The main body of te*t describes briefly how the game in question works, while the ST, Amiga and PC comments and ratings are 
there to inform you of the games' good and bad points. 

The GRAPHICS and SOUND ratings reflect more than just quality of aesthetics, taking into consideration how well, say, animation, music and sound 
effects are used. PLAY ABILITY shows how accessible and enjoyable to play a game is, bearing in mind the type of game under scrutiny. For example, you 
could quite easily have a strategy game which is just as playable as a straightforward shoot em up The potential lasting value of a piece of software is taken 
into consideration with VALUE, while OVERALL serves to provide an instant comparison rating. We take 50% as a strict average, with anything good 
around 60%. very good 70%, great 80% and brilliant 90% or so upwards. 100% is perfect and we wont be dishing out too many of those 

Chats wkh the programmer* will be included where possible, to familrarise you with the faces behind the games, along with some simple tips to get you 
started and any other snippets of relevant information. 

Sure, some of the reviews in this issue don't quite fail into this ideal, but there are invariably teething probitms with a launch of a new magazine, so rest 
assured that these will have sorted themselves out after a few issues. 

Its all very well knowing which games are worthy of your attention, but what about help with playing them? Each month The One will feature plenty of 
general tips, aiong with a detailed four page players guide to a game which requires the attention 

There's no letters page - that's for you to provide. Let us know what you think of this First issue and help us to help you. Write to The One. Priory 
Court, 30-32 Farringdon Lane, LONDON ECIR 3AU, Alternatively, turn to page 44 and fill out the questionnaire. 




just, so you know who's who, here's a brief insight into 
the team behind this issue... 

GARY PENN, erstwhile 
(that's former for the be- 
nefit of any Roger Bennetts 
out there) Newsfield per- 
son, aged 22. Gary has been 
playing games since the late 70s, starting with a 
simplistic hand-held console of sorts. After working 
his way through an Acetronic colour console and a 
VIC 20, he moved on to the Commodore 64. In 1 96S 
he joined ZZAP^ 64, and over a year later he was in 
the editors chair In September of last year Gary 
launched The Games Machine with ea-Crash editor 
Graeme Kidd and acquired ST, Amiga and PC 
awareness in the process. Gary joined Commodore 
User as Deputy Editor in December of last year 
before taking the helm of The One in August of this 
year, David Biropen's Zarch, Firebird's The Senti- 
nel, Williams 1 Stir Gate, and Nintendo's Super 
Mario Bros feature prominently in his all-time top 
ten favourite games. 







STEVE jARRATT, another 
erstwhile Newsfield em- 
ployee, aged 25. Armed 
with a degree m chemistry, 
Steve decided to pursue a 
career as an industrial chemist, but left it all behind in 
March of last /ear when he joined ZZAP" 64 as a staff 
writer. Earlier this y** r he found himself editing 
CRASH for a few months before leaving Newsfield 
behind him to pin EMAP. Steve has owned an ST for 
around 18 months, and an Amiga for six. He currently 
enjoys Mastertronic's Sidewinder because it's so 
noisy, Firebird's Bubble Bobble, Dornark's ST 
conversion of Star Wars. Elite's ST conversion of 



Buggy Boy, Firebird's Virus, Imagine'* ST conver- 
sions erf Arkanoid and Revenge Of Doh, and 
Firebird's The Sentinel. Strategy and adventure 
orientated software also appeal, but he feels that 
there's reaily nothing special around at the moment 
that falls into either category, 

i 

GRAEME KIDD, yet 
another erstwhile News- 
Tie Id chap, aged 30. Graeme 
worked at Central TV and 
i (ahem) Galaxy Publications 
before pining CRASH, which he was soon editing and 
quickly took to the top h making it the best selling 
computer magarinci in Britain - which it hasn't been 
since. Graeme launched The Games Machine with 
Gary Penri last year, then went on to successfijlly 
launch Dennis 1 Computer Shopper, With over three 
years game-playing experience under his belt (and it's 
quite a large belt). Graeme likes his software more 
pacey than racey. 

JULJAM RIGNALL (be- 
lieve it or not) another 
ersfwhHe Newsfield fellow, 
aged 23. Julian's been play- 
ing games since he was a 
wee sprog. He won sister magazine Computer And 
Video Games' arcade championship and contributed 
to the now defunct Personal Computer Games before 
becoming very much an integral part of ZZAP! 64 in 
1985 - which he later went on to edit. Jaz fas he 
prefers to be called) owns a Spectrum, a Colecovision, 
a Vectrex (remember those?), in Atari 2600 console 
and an Atari 800. a Nintendo console, and a Commod- 
ore 64. He's had ST for the past two years, and an 
Am^ga for jJightJy less. Sadly, he's recently |omed 
CAVG as its Deputy Editor. 






GRAHAM TAYLOR, aged 
somewhere around the 30 
mark. Near legendary, he 
now edits sister magazine 
Sinclair User, but enpys 
plaring games on his ST 
which is linked to a bunch of synthesizers. 



GARY WHITTA, a new 
face, but far from inexperi- 
enced. A games player of 
the highest calibre, be got 
into the swing of things 
through a Binatone console, before upgrading to an 
Atari 2600 followed by a VIC 20 and a Spectrum. 
Gary moved on to a Commodore 64 in 1 965 a but had 
the good sense to buy an Amiga in 1 967 In his short- 
lived past he's provided odds and sods for Popular 
Computing Weakly and reviews for Commodore 
User and Computer + Video Games, but now he sees 
The One as the best medium through which his 
opinions can be expressed. As far as quality games are 
concerned, Gary's into Acornsoft/Fire bird's Elite, 
Firebirds Thrust, The Sentinel. EA's F/A-IA 
Interceptor, David Braben's Zarch, Firebird's Bub- 
tile Bobble, Epyx's World Games* and Taito's 
Operation Wolf. And for some bizarre reason he 
actually envoys watching Micro Live. 



OOPS! 

It came to our attention fust as the issue was going to 
print that the price quoted for Gremlin's Federation 
Of Free Traders (reviewed on pages 18, 19, 20 and 

2 1 ) is in fact incorrect- It should be £29.99, not £24.99 
as stated, 
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—he disk affixed to the front of this issue contains two playable 
1 previews . . - a single level of Electronic Arts' Fusion (not Fusion 
Dream as stated on the cover and contents; apologies for the mix up ♦ ♦ J 
for the Amiga, and a specially produced level of Hewson's Nebulus for the 
ST* Here's the low-down on how to load and play them * * * 



1 



Programming team Bullfrog Productions is a new 
name to the games scene, and Fusion is their first 
release courtesy of Electronic Arts. The objective is 
to destroy an alien planet by collecting pieces of an 
ancient but powerful bomb which are scattered 
throughout H alien-infested levels. What you have 
here is one complete level to play, with five different 
types of alien intent on putting an end to your fun. 

There are two craft to control. You start in the 
Assault Crawler, which i$ restricted to movement 
along the pathways. A Mother Ship is located nearby - 
press the space bar to board it. You can now fly above 
the scenery, shooting anything that moves while 
enjoying the nifty soundtrack and beefy spot effects. 
But you can't actually access any other levels, even 
chough you can open exits to them. 

In the finished product you move from level to level 
by activating switches which subtly affect bits of the 
backdrop, opening previously inaccessible areas and so 
on. But to get anywhere you have to activate the 
switches in the correct sequence - a simplistic 
strategic twist, 

Look out for special hidden features, such as a skull 
which increases your firepower and re-energises your 
ship's structure. Have fun . . . 

Fusion is set for an October release at a price of 
£24.95. An ST version doesn't seem likely. 



LOADING 

Couldn't be simpler. Switch on your machine and 
insert the disk at the Workbench prompt (any A 1 000 
owners will need to use Klckstart first), After a short 
pause The One logo will be displayed. Fusion will 

now load automatically. 

CONTROLS 

A joystick in Port Two is used to control ill 
movement and firing of both Mother Ship and Assault 
Crawler. Press SPACE BAR to board or ieave the 
Mother Ship, 




Platform pranks aplenty in Hew* 
son's Nebulus* Jump the molecule* 
(Ike alien and shoot the blocks so you can use 
the lift to get further up th* tower. But watch 
out for the bouncing ball. 



NEBULUS 



Written by John Phillips, the man behind Hew- 
sons high speed 3D shoot em up Eliminator 
(reviewed in this issue on page 86), Nebulus is a 
brilliantly innovative variation on the platform theme. 
Taking control of a cute green creature called Pogo fc 
the objective is to demolish a series of towers. A 
tower is brought down to earth by guiding Fogo to 
the top within the given time limit, negotiating a 
devious arrangement of platforms while avoiding a 



■Ljegotiate the maze- 1 ike pathways of Fusion in your Assault Crawler. 




host of bizarre aliens, such as bouncing balls and 
bubbles. Beware of disappearing platforms, and be 
careful not to fall into the water as Pogo can't swim. 
Once Pogo has demolished a tower, he siips back into ' 
his craft and travels to the next, more difficult tower 
- after taking part in an underwater bonus section 
(which Isn't present in this demo). 

The finished product is likely to contain over 16 
towers (although John reckons he could, if he had the 
time, squeeze in over 100), and you do get three lives 
to play with instead of only one as in the demo. And if 
you were wondering where the sound is ... it's not 
included yet. But rest assured that final version will 
definite!* feature a title tune and some suitable effects 
and jingles. 

Nebulus is due for an October release on the ST 
at a price of £19.99. Amiga version should follow 
shortly thereafter. 

LOADING 

Switch on your machine and insert the disk. After a 
short pause The pne logo will be displayed. Nebulus 
will then load automatically. 




CONTROLS 



A joystick in Port Two is used to move Pogo. Pressing 
the fire button while stationary causes Pogo to spit 
bubble- bursting bullets, whereas a tap on the lire 
button while moving left or right makes him jump in 
the respective directions. Lifts are activated by 
pushing either up or down on the joystick depending 
on which direction it will move. 



n the unlikely event that your previews disk 
is faulty, pop it in some sturdy packaging and 
send it (along with your name and address) to 
Covtr Disk Replacement. The One. Priory 
Court, 10-12 Farringdon Lane, London ECIR 
3AU. An SAE will speed up the process of 
replacing your disk, but please allow up to 2B 
days, for delivery. 










W OCEAN'S SEOUL TRAIN 
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BRITISH athletes and 
Olympic Gold Me- 
dalists are a bit like bana- 
nas and gravy - they don't 
really go together. But if 
you were to sit down and 
make a list of recent suc- 
cesses, one man would 
undoubtedly stand proud 
- and that's our great all- 
rounder Daley Thomp- 
son. Daley made hi$ binary 
debut -almost four years 
ago in Ocean's Daley 
Thompson's Decath- 
lon, and resurfaced in 
Daley's Super test two 
years later - both on 8- 
bit. Now he s hit the big 
time by appearing prom- 
inently in Daley Thomp- 
son's Olympic Chal- 
lenge on the ST and Amt- 
ga. And this time around, 
Lucozade and sports-wear 
giants Adidas are involved. 
Daley Thompson's 
Olympic Challenge is 
effectively split into two 
sections. First it's a quick 
training session in the 
gymnasium, in which 
Daley has to beef himself 
up and fill bottles of Luco- 



zade in the process. Once 
Daley's proved his worth 
in the gym, it's out onto 
the track and field to 
compete in the decathlon 
(that's ten events, includ- 
ing the 1 00m sprint, 
400m h ISOOm, pole vault, 
1 10m hurdles, javelin, 
shot put. and discus), 
whfch is played under 
Olympic qualifying stan- 
dards with a realistic 
points system (so you 
have to waggle the joys- 
tick like Billy-o if you 
want to get anywhere). 
But where do Adidas 
come into the equation? 
Simple. To perform well 
you need to have the 
correct footwear. 

The man behind the ST 
conversions of Arkanoid 
and W izba 1 1 - Paul John- 
son - is writing Daley 
Thompson's Olympic 
Challenge in conjunction 
with Choice, and it should 
be ready in time for the 
Olympic Games in Seoul. 
Expect to see a full re- 
view in the next issue r 




One of the two events nearing completion - the discus, Large digitised 
images of Daley are used to create realistic scenes of an inn a twin, making 
the throw a sight to behold. 

A digitised Daley runs for all he's worth In the I Mm sprint. The view of the 
stadium to the right of the picture scrolls in the 400m and ISMm events. 



W IT etwcgn events )"> u * r * treated to some 
complete with digitised pictures of Daley 
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SIMULATIONS {U.K.} LTD. 

Coming soon on... 

Atari ST £19.99 

Amiga £19.99 

Apple Mac £24.99 



©Tetecamsaft, First Floor, 64-76 Ne w Oxford St London WCIA IPS. 
Firt bird and Firebird logo ar* trad*m*rkt otSritifh TetetommurticaVom PLC 
SEE US ON STAND 3447 ATTHE P.C. SHOW, EARLS COURT, 14-18SEPT. 




A LEGEND IN GAMES SOFTWARE 
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C EAN STILL 
S EAMING AHEAD 



N earing completion for a Christ- 
mas re lease , Ocean's conversion 
of Operation Wolf bears a striking resemblence to 
its arcade parent. 



OME Christmas, 
two coin-op conver- 
sions will be fighting it out 
For the number one spot - 
Activision's Afterburner 
and Ocean's Operation 
Wolf* Activision are bath 
to show anything until the 
PC Show, so no-one 
other than Acti vision staff 
know whether or not Jez 
San has managed to pull it 
off. Ocean, on the other 
hand, aren't so shy, and 
it's plain to see that their 
conversions are looking 
very good. Both the ST 
and Amiga versions are 
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almost identical to the 
coin-op* which isn't sur- 
prising as the French team 
behind it have dumped 
most of the arcade origi- 
nal onto the 16-bit machi- 
nes and condensed it from 
a staggering nine disks 
down to a more respect- 
able three, 

Also under develop- 
ment is an impressive 
looking filled 3D shoot 
"em up of sorts, which is 
as vet untitled. Originally 
intended as a 

BaEtlezone-stylc game, 
it's turned into something 
far more involved, There 
are ten planets to ex- 
plore, each with 
its own 
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distinctive scenery, prob- 
lems to overcome and 
alien types to er radicate - 
in fact there are over 50 
different aliens planned, 
from tanks and fighters to 
superb spider- 1 ike crea- 



tures and spinning crysta- 
line structures which 
shoot off shards when you 
get too close. More de- 
tails and screenshots next 
issue. 

Due for release some- 



time around November 
are four Konami coin-op 
conversions - for the 
Amiga only. First up is 
Gryzotv featuring seven 
sections of shoot 'em up 
mayhem, with you in con- 



Pop over to the Ocean stand at this year's PC Show and take a look at 
this Daimler Ferret Scout Car p part of the promotion for Operation 
Wolf. Believe it or not, you can actually buy this impressive set of wheels, painted to 
the colour of your choice, for around £6000. And for another OSQ or so you can bolt 
on a deactivated machine gun onto the turret! The FV 701 Ferret was developed by 
Daimler in the early l*50s and continued in production for the next 10 years. More 
than 4000 were built and many are still in service with more than JO armed forces 
around the world, just for the record, the Ferret is 12ft 7ins long, Aft 3 ins wide and ft 
ft 2 ins high. Its top speed is nearly SOmph, although it's a little heavy on the juice, 
with a maximum range of about ISO miles. At least it should solve any parking 
problems . . . 
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trol of crack commando 
Lance Gryzor on a mission 
to penetrate and destroy 
enemy bases. There's 
even more horizontally 
scrolling shoot 'em up ac- 
tion to be found in Green 
Beret, as you take on an 
entire army of soldiers, 
parachutists and the like. 

The mu 1 t i-di rectional 
scrolling shoot 'em up de- 
lights of Jackal are also 
set to hit your screens, 
along with the cream of 
the crop - Combat 
School, a gruelling series 
of button pounding events 
including an assault 
course, two shooting 
ranges and arm wrestling, 
among other things. 

And the conversions 
don*t scop there. Ocean 
have plenty more planned 
for release later this year 
on both ST and Amiga, 
including the Taito beat 
"em up Renegade, the 
hack 'em up Rastan 
Saga, and SNK h s vertical 
scrolling shoot 'em ups 
Victory Road (the se- 
quel to Ikari Warriors} 
and Guerilla Wars. But 
perhaps the most in- 
teresting of all their con* 
versions is Robotop, an 
as yet unre leased Data 
East coin -op based on the 
block-busting film starring 
Peter Weller as the future 
of law enforcement - the 
cyborg Robocop. In the 
preproduction version we 
saw, you control Robo- 
cop, and, in keeping with 
the film, you shoot every- 
one remotely nasty in 
sight. Between the hori- 
zontal (and occasionally 
vertical) scrolling levels, 
there's a bonus stage 
which takes the form of a 
shooting range with visual 
effects similar to those 
seen in the film. Conver- 
sion work is underway, 
and we should be seeing 
both coin-op and conver- 
sions before Christmas. 
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ssign your very own detailed eight- 
r colour sprites with SEUCK'i Sprite Edi- 



tor- 



SEUCK IT AND SEE... 



IF YOU'VE ever 
wanted to write your 
own vertically scrolling 
shoot "em ups but just 
can't be bothered to learn 
how to progn*nx Out- 
law's Shoot 1m Up 
Construction Kit should 
be of interest, It's a very 
straightforward mouse- 
driven utility - or rather, 
several mini -utilities 

bolted together to form 
one big utility - which 
allows you to produce 
sprites, scenery, sound 
effects, and ultimately a 
playable, inde pe ndentl y- 
loaded game. To give you 
an idea of what can be 
done with SEUCK, it 
may be of interest to 
learn that it was used 
(admittedly in a slight I y 
bastardised form} to cre- 
ate the backdrops for 
Palace's Barbarian II. 
Coo. 







SEUCK is being con- 
verted from Sensible Soft- 
ware's 8-bit original (they 
also conceived Wizball) 
by Richard Leinfellner, the 
man who made such a 
good job of converting 
Palace's Barbarian to 
the Amiga. A release date 
ts set for sometime 
around the end of Sep- 
tember provided 
Richard finds the time to 




complete his other pro- ■ 
ject . . . Barbarian II* 

Barbarian Ih The 
Dungeon Of Drax sees 
the return of the barba- 
rian along with Ms Whit- 
taker (who, you may re- 
member, adorned the 
packaging of Barbarian) 
and of course, the evil 
wizard Drax. The objec- 
tive is once again to dis- 
pose of the seemingly im- 
mortal magician, only this 
time around there are ^^ «nd once you've designed your sprites and 

four separately loaded ^^^ #\frames of animation, get them moving 

levels to explore, some by r««« of the Object Editor* Now all thart left t» do 

problems to overcome, I. put them into a game .♦ . 

Nore gore galore in Palace's sequel to Barbarian. and plenty of odd crea- 

tures to fight, such as a 
mutant chicken, a fat jail- 
er, a big cat and even the* 
little green fellow who 
removed corpses so deli- 
cately from the playfield 
of Barbarian, Neat 
touches and gory samples 
abound in what promises 
to be a thoroughly enter- 
taining blend of arcade 
adventure and beat V 
hack VT chop em up r Full 
review nesct issue . . , 

■be barbarian encounters the overweight jailer that patrols Dra* 1 * dungeon 
in Barbarian II It** worth noting that Palace have decided to vastly improve 
the quality of the graphics over the original. 
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Finally, on the Outlaw 
front, there's Cosmic Pi- 
rate* Written by ex- 
Binary Design chaps Zip- 
po Games, it's an odd mix 
of shoot em up styles in 
which you have to practi* 
ce computer game simula- 
tors to earn enough 
money to embark on one 
of many missions. Most of 
the simulators are based 
on ageing coin-ops, while 
the missions take the 
form of multi-directional 
scrolling shoot 'em ups 
set in space. Cosmic Pi* 
rate is rapidly nearing 
completion and should be 
ready for review in Issue 
Two, 




i^fl ja variation 

^^^ r^. on the 
Asteroids theme - one of 
the simulators used Co 
hone your blasting skills in 
Outlaw's Cosmic P»r\1lC 
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"lie Cosmic 
Sector Map, 
where you determine 
which sector to move into 
and explore. The different 
colours reflect the difficul- 
ty levels of the sectors, 




DRILLER: IT'S A GAS 
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ERKSHIRE-based 
f software house In- 
centive are soon to un- 
leash their first ST and 
Amiga products. There 
are three releases plan- 
ned, all puzzle solving 
games based around a 
solid 3D graphics system 
called Freescape (TM). 
Top of the list is Driller, 
which is almost complete 



and due to see the light of 
day in time for the next 
i$$ue. It takes place on a 
moon which is soon to 
explode and your objec- 
tive is to expiore its 18 
sections, releasing ga$ by 
means of a drilling rig 
(hence the title) to pre- 
vent the impending disas- 
ter. Driller's 18 sections 
feature buildings to search 



B 



en Richards (Arnold Schwarzenegger) is 
Introduced to the audience of the epony- 
mous futuristic game show before going out to play with 
Fireball, Dynamo and Buxzsaw - to name but three 
adversaries he encounters, 

RUNNING MAN 

After Datasoft's Conan The Barbarian and Activision's 
Predator, the third Arnold Schwanennegger film to be 
turned into a computer game is The Running Man. 
Grandslam have acquired the licence to produce a binary 
interpretation of the 18-rated film, which is premiered fn 
Britain in September Based on Stephen King's fc Bach man 
Book 1 short story of the same name, The Running Man 
is set some, 30 years into the future and sees our Arnold 
playing Ben Richards, a policeman framed beyond belief 
and as a result trapped as a contestant in a bizarre, sadistic 
TV game show of the future in which convicted criminals 
are killed in a series of barbaric games. The Running 
Man is due for release on the ST and Amiga in February of 
next year, coinciding with the video release of the film. 



Inside one of the buildings found on Mitral, the 
takes place, The pyramids are shields and en 
were wondering. 



and obstacles to negoti- 
ate, and problems range 
from opening hidden 
doorways to crossing 
seemingly impassable 

hoies. Early next year we 
should see the sequel, 
Dark Side, which is 
effectively more of the 
same, and there's the pos- 
sibility of the sequel to 
the sequei in late 89 

moon on which Driller's action 
ergy supplies, just in case you 
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The universe stretches before you." 8 in ill ion worlds await rcatur exploitation, Ln imaginable- wealth Is your destiny 
■I you c#n master t he art ol interstellar navigation, harness the Intricacies of the photon drive and repel t he deadly 
space pirates. Forget the medals, forget the honours, forget the glory. As a member of the Federation of Free 

Traders you live for iftoney and will probably die for*; 
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HREE potentially 
outstanding Cinema- 
ware titled are due to 
make an appearance be- 
fore the year is out, cour- 
tesy of Mirrorsoft, Set for 
a late September release 
on the Amiga is the long- 
awaited Rochet Ranger. 
which is currently being 
tweaked to work on Ami- 
ga A 500s. Produced by 
the team that brought 
you Defender Of The 
Crown, Rocket Ranger 
is based on the Republic 
wartime serial King of the 
Rocket Men. Equipped 
with a rocket suit and ray 
gun sent from scientists in 
the 2 1 st century, its up to 
you to save the world 
from Nazi domination. 
Film -like presentation and 
strategic planning is in- 
terspersed with arcade- 
style sequences, including 
a 3D shoot out with a 
Zeppelin and plenty of 
fisticuffs, ST and PC ver^ 
sions are likely to hit the 




streets earlier next year, 
Nearing completion to 
appear on the Amiga in 
January of next pear is TV 
Sports Football, the 
first in a series of sports 




iiuiduons bearing all the 
stylish hallmarks of a typi- 
cal Cine ma ware produc- 
tion. American football 



fans can look forward to 
getting to grips with 28 
teams and a 1 6-game sea- 
son complete with play- 
offs, plus all the neat 
touches we've come to 
expect from Cinemaware. 
Where TV Sports Foot- 
ball differs from previous 
simulations of this type is 
the way that it's pre- 
sented as if you're watch- 
ing a televised game, 
which means pre-game 
shows, half-time shows 
complete with top-heavy 
cheerleaders, and a highly 
effective and realistic view 



n attractive title 
^Rising Sun, 



sets tfie icerie far Clnemaware's Lords Of The 
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■ake on a squadron of Nut fighters in a 
Space Harrier-style 3D ihoot **m up. One 
of many neat arcade sequences in Rocket Ranger. 

of the action. 

Finally, there's Lords 
Of The Rising Sun, 
which should be available 
on the Amiga in Novem- 
ber, with ST and PC ver- 
sions to follow early next 
year. Set in 1 2th century 
Japan, you play the lead 
character in an historically 
accurate, far eastern civil 
war, which you have to 
win in order to become 
Shogun. Predictably, stra- 
tegy and arcade sequences 
are combined in style, 
although it must be said 
that this looks like being 
their biggest and best 
project to date. 






* u titan d- 

'ing graph- 
ics feature prominently, 




MS. 4 CONVERSIONS GALORE FROM 



used to be known , have a 
multitude of ST and Ami- 
ga releases in the pipeline. 
some of which should see 
the light of day before 
Christmas. On the coin- 
op conversions front 
there's Sega 1 * 5DI and 
Afterburner, and Irems 
R-Type. all of which 
seem to be conning along 
quite nicely. 

The licence to produce 
a game based on the new 
Bruce Willis movie Die 
Hard was recently snap- 
ped up by Mediagenic. 
along with five new Sega 
coin-ops, the conversions 



MEDIAGENIC 
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issile Command-style shoot'em up mayhem 
In space.-- Hediagenk's ST conversion erf 




■he unofficial tributes to ft-Type are starting 
to appear thick and fast. But this doesn't 
seem to worry Mediagenk, who are confident that their 
officially licensed conversion should put the others in the 
shade when it appears later this year. This is the ST 
version, and it's looking fine... 



Itered Beast 
Lis an In* 
novative variation on the 
beat 'em up theme 1 and is 
one title which shoMld 
convert exceptionally 

well. Either one or 
players punch, kick and 
jump their way through 
graveyards, dark mar* 
sham, jungles, caves and 
enchanted palaces, and 
there are plenty of weird 
and wonderful creatures 
encountered along the 
way. The neat bit is that 
both players can trans- 
form into different 
tures with special pow* 
ert 
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<^ri pruce Willis 

D takes a 
break from Moonlighting 
to dish out hefty does of 
death and destruction in 
his first silver 
appearance. Die Hard, No 
doubt hell do the same 
on the I6*bit machines- 



of which are due for re- 
lease during 1 989. There's 
the incredibly high speed 
3D shoot 'em up Galaxy 
Force, the recently un- 
leashed Altered Beast 
the slightly off-beat driv- 
ing game Hot Rod, 
Sonic Boom, and a vol- 
leyball simulation entitled 
Ace Attacker, 

Pleasantly surprising is 
the fact that Mediagenic 
do have some original 
product - more immi- 



nently. The Incredible 
Shrinking Sphere, Due 

to appear in January, it 
sees you guiding a sphere 
(what else) through eight 
large plains. Pressure pads 
dotted about the play 
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area increase or decre; 
the size of the sphere, 
hence the title, and it's 
feature which is used to 
negotiate certain 
problems encountered 
along the way. A 



Galaxy Force is more of a simulator than a game, relying on a 
specialist hydraulic cabinet almost ten feet across to enhance 
the experience of racing through five graphically stunning scenarios* 
including seas of molten lava and fields of fire. 1t*s similar to Afterburner in 
terms of gam ep lay, ie: just hang on to your hat and keep firing, so 
providing Mediagenk** conversion of Afterburner hits the mark, there's no 
reason why Galaxy Force shouldn't turn out just dandy. 



News 



Lfi the scrounge for odds and 
'sods inside a tree... Offbeat ar- 
cade adventure action with Vermin ator. 




TELECOMSOFT BONANZA 




FIREBIRD and Rain- 
bird's releases for 
Christmas and the new 
/ear are shaping up to be 
some of their best yet. 
Almost Four years since 
the original 8-bit incarna- 
tion made its mark. Fire- 
bird are set to release 
their long overdue ST and 
Amiga conversions of Bra- 
ben and Bell's timeless 
classic* Elite. The immen- 
sely popular blend of trad- 
ing and blasting has been 
tweaked slightly, and now 
boasts filled 3D graphic* 
and icons used for the 
purposes of trading. Full 
review next month. ._ 

The title EPT will ring 
bells with anyone who 
gets the TeJecomsoft 
newsletter, as it was fea- 
tured many months back 
and billed for release later 
this year. Realtime is the 
team behind EPT. which 



is in a similar vein to Elite 
in that it involves trading 
and blasting and it's set in 
spate. It's a project which 
has been in development 
for the past two pears, 
during which time it's 
undergone several name 
changes - more recently 
from EPT to STAR 
(Space Time and Re- 
lativity) and now Fron- 
tier. "If you thought Car- 
rier Command was big, 11 
says Carrier program- 
mer Ian Oliver, "then you 
won't believe the siie of 
EPT, The specification 
consists of two, inch-thick 
volumes, and it's very 
much a two-disk pro- 
duct. " Wow. However, it 
seems that EFT's size and 
complexity has resulted in 
a few delays, so it's unlike- 
ly to appear until next 
year Ah welL. 

Other interesting pre- 




lects which should defi- 
nitely see the light of day 
before the end of the y$ar 
are a rather tasty- looking 
multi-directional scrolling 
shoot em up from l*aul 
Shirley, author of the 8- 
bit classic Spin dizzy. And 
there's a new concept 
from man behind The 
Sentinel - Geoff Cram- 
mond. although Firebird's 
Colin Fuidge wouldn't say 
much about it h other than 
"it's odd and it's billiant" 
Vermin ator, the 

bizarre arcade adventure 
set in a tree, is almost 
complete on the ST and 



■wo stills from ST Elite. A view from your ship 
(top), and the new- look trading screen,* 



"here are some pretty strange creatures and objects to be found in 
Verminator. 

■ 
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ready for a November 
release, and the finishing 
touches have been put to 
the Amiga version of 
David Braben's Virus, It 
should be on the streets 
by the time you read this, 
at a price of 1 1 9.95. Good 
news for wargaming Ami- 
ga owners is the imminent 
release of Rainbirds Uni- 
versal Military Simula- 
tor, which allows you to 
create just about any mili- 
tary confrontation of your 



choke and even set 
armies of different eras 
against each other. And in 
case ST owning UMS 
players feel a little left 
out, it h s worth noting that 
Rainbird should have their 
UMS scenario disks out 
before the end of the 
year, at a price yet to be 
fixed. 

But what of Sandy Whi- 
te's mega-project, Dick 
Special? Find out next 
month... 
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ining there was a void, a blank \ 

[hout fdftn or purpose. ' 

And ARGONAUT Software looked upon the void 

and said ... n, 

I ET* THERE BE I : LIGHT' 

and there was STARG1 ID KR. \ 

And as time progressed, the art of ihrce dimensional 
solid graphics became known unto the . ' 
ARGONAUTS, md diey rejoiced. 

And ihey said . . . 

• LIT US CREATE TI IE ULTIMATE ^ 

PROGRAM, TO 1 1 AVE DOMINION OVER 
ALL OTHER PROGRAMS IN TI IE 
UN J VERSE' 

, , , and there w:i^ .1 blinding light And the Earth spat 
(ire .nid trembled. ■ - 

And as the fire diminished .irul the vapour? cleared, 
the fruits of their labours emerged from out of die 
ehao*. 

THE ULTIMATE CREATION! 

STARGLIDER 2 . . . 

... A VOYAGE INTO THE THIRD 
DIMENSION. 

M ARGONAUT SOFTWARE 

Atari ST/ Amiga £24.95 
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Take a sizeable slice of filled 3D 
shoot 'em up, throw in an ele- 
ment of trading and mix it all up 
with some extra thrills and 
spills and plenty of neat touches for 
good measure. The result? A very tasty 
piece of software from Gremlin. Gary 
Penn enjoys his launch.*. 




So what Is the Federation Of 
Free Traders? It was farmed 
jn £079 after man began col- 
onising other planets and 
needed more than just an effi- 
cient delivery service. Space pirates were 
rife and so traders had to rely on safety in 
numbers — the numbers grew/, and the 
Federation was formed, 

A 5 a new recruit, you start inside a 
space station just off the planet lies, with 
the objective of reach inc. the highest rank 
- through cadet to Commander and even- 
tually Admiral. To do this you need in 
excess of 9,000 points. One of the best 
ways to earn points is to embark on and 
complete one of the 15 different missions, 
varying from the simple delivery of a 
message, to Investigating strange dis- 
appearances and seek and destroy mis- 
sions. Your rank also affects the mission's 
toughness — the higher your rank, the 
harder the mission. However, It's worth 
hearing in mind that points awarded de 
pend on the difficulty of the mission. 
Another way to earn points is by shooting 
h ostites — but don't shoot any friendly 
craft, as you lose points, There- ?re over B2 
different types of ship to be found, all with 
varying degrees of intelligence— and some 
are more aggressive than others. So don't 
antagonise, just fight to survive, and don't 
rely^ofi missiles as they can be iemmed, 

The ship has three weapons systems — 
primary, secondary and tertiary. Basic 
lasers are fitted as standard, but the 
secondary and tertiary systems are a 
matter fur you and your bank balance. 
There are si* types of drive available, five 



types of lasers Clong rarKjeJ, three types 
of missile (also long range), four types of 
Plasma Projectors and Gauss guns, and 
sand. Sand? Yeah, sand - dump it in space 
and It rips through most things that get in 
the way. 

But before you can buy anything, yau 
need money* And to get money you need 
to trade proficiently. You trade for money, 
and use the money to Improve your ship. 
The better your ship, the better your 
chances of Hsing through the ranks. 
There's plenty to trade, including miscella- 
neous metals, gold, silver* weapons, food, 
textiles, machinery, wines, gems, furs, 
drugs, surgical equipment and transplant 
organs - uh? "Yeah, you can flog them to 
the military -they can always put them to 
good use," jests author Paul Blythe. 



A Use the navigation computer to plot 
<$?* Hfc, your course through the galaxy (you 
can rotate the galaxy map through 360 degrees 
for a better look). If you wanted to simply fly 
from one side of a galaxy to the other at* 
maximum speed, it would take roughly 
6 S, 000,004) hours - real time! (Source: Paul 
Blythe FOFT Trivia Archive.) 

Certain planets mr& good trading 
ground, so good, in fact, that they are 
worth landing on. Having entered the 
atmosphere, you fly over vast solid 3D ' 
terrain, trenches, expanses of water, 
roads, mountains, hills, trees and even the 
occasional forest, with gun emplacements 
and tanks on hostile planets. The system 
map tells you whether you can land or not. 





A view from the front of your craft. 

The arrow at the bottom left of the 
screen points you in the general direction of 
your target, and it's advisable to keep a beady 
eye on the radar in the centre of the instru- 
mentation at the bottom of the picture. Care- 
less pilot* fljr very short missions... 



But all this zipping around willy nllly 
takes it out of your shield 5 — and once 
they go, you're history^, unless you use 
the escape pod. Arm it prior to your 
destruction to ensure that you get picked 
up afterwards, You lose your ship and 
cargo, but at least you get to keep any 





Having chosen your destination, acti- 
vate the Stardrive and enter the colourful 
realm of hvperspsrp... 
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EDIT Edit the current file 
ERASE <file> Era&e disc file 
LOAD <file> Load Iron disc 

E <file> Save to disc 
RUN Run the proframe 
CAT catalog the disc 
WEN Clear the buffer 
I KIT Initialise disc 

Hook up to Gal net 
SHIPS View ship library 
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Undoubtedly one of FOFTs most 
novel features is your ship's onboard 
computer, Eddie. Call him up and youVe got 
the galaxy at your fingertips (well, almost). 
Eddie's primary use is as a communications 
and trading device, You can identify and send 
messages to other friendly craft or better still p 
log on to the live one... 




Galnet - the communications net- 
work with users across the whole 
galaxy - in its full green screen glory. Call up 
the prices of co m mod- i ties, watch them fluctu- 
ate before your very eyes and then decide to 
buy or sell. You can sit around trading to your 
heart's content and maybe make a little dosh k 
but while your playing Mr Trader^ life goes on - 
and you may just find yourself blown to pieces 
by an un -friendly life-Form. 

But there k s more to life than making money 
and killing innocent beings- When you grow 
weary after a heavy day's trading and blasting, 
sit down and swot up on what's what.., almost 
all of the ships you're likely to meet during 
your travels can be viewed via Eddie. And if 
you think you know it all, why not pursue a 
hobby? How about programming! Eddie has 
his own language for you to play with, includ- 
ing simplistic graphics routines and commands 
to access both disk and printer. It's called 
SIMPLE (Simplified Instruction Multi-purpose 
Programming Language for Eddie), although 
it's not 'quite so easy to iearn as )t may sound if 
you've never programmed in any language 
before r Still, If you're an eager beaver, you 
should find the comprehensive manual sup- 
plied extremely useful. There's a demonstra- 
tion program supplied, and possibly, time 
permitting, a SIMPLE disk packed full of 
programs. 



credits accumulated so you can buy a new 
ship and re-tread the beaten path. A no" 
just to make life in the space lanes a little 
more hearabte, there's the option to save 
your game to disk. 

The packaging features cover artwork 
by Peter Jones, perhaps better known for 
his Larry ISTiven book covers, and Includes 
an extensive but comprehensive booklet 
covering all aspects of how to play and 
progress. There's also a music disk, 
featuring 20 soundtracks written by 
Gremlin's in-house musician, Ben Daglish. 
It features, apart from an original title 
screen score, two of Tchaikovsky's Nut- 
cracker movements, three movements 
from Vivaldi's Four Seasons, and five 
movements from Handel's Water Music 
At least your not stuck with Strauss 1 Blue 
Danube... 





Your missiles are primed and ready to launch - now you've got a lock-on on the hostile 
craft ahead. Let rip and pray the beggars aren't in possession of superior jam-ming 
devices! 
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PAUL BLYTHE 




Paul's programming frolics 
began at Sheffield Poly- 
technic where he was 
studying a course in Elec- 
tronic Engineering which 
involved writing business 
software on an Apple system. His first 
commercial break came after replying to 
an advert from Mflstcrtronir t and the 
result was an unre leased version of The 
Last ViS on the Apple, 

After a short stint at Digital Integration 
he joined Gremlin, and helped out with 



DeHektor on the 5T before writing his first 
game, 3D Oalax — a rendition of that age- 
old arcade favourite Galaxians, with filled 
3D graphics. Then came FQFT... ' H l love 
Bra ben and Belt's Elite," Paul confesses. "I 
played it and played it and thought <t was 
brilliant, but there was always a feeling 
that it could have been taken further — 
although maybe not within the con- 
straints of 8 bit, So I wrote 3D Galax as a 
test bed of routines in preparation for 
FOFT, lt T s taken about a year to write, 
with a fair bit of time spent looking at 











With a system selected, it's wis* to find out more about its planets - by means of the 
system map. The program generates psueda-ra*dom factors about planets and then 
is logic to them. For example, there tould be a planet with no atmosphere but a population. 
Why? If the population is low, the planet could well be a transmission base for Galnct. A 
reasonable-sized population could indicate a military base - important, but not enough to make It 
habitable - while a high population is more than likely a race of intelligent robots. Using a similar 
process of deduction in conjunction with the information provided (eg: size, atmosphere, 
population, law and tech levels), you can determine which items are worth trading - if any. For 
eaample. a large water-based planet with a large population suggests an acquatic society, so its 
obviously a good plate to buy aquatic wares. And a planet with a high law level would mean you'd 
have little chance of selling any weapons. 




Damage control, with a complete breakdown of the state of your craft. Here, your ship .s 
fully armed but has sustained some hefty damage- Two repair drolds are on the case, but 
these things take time - and in space, time costs more than money You ran always buy some 
more or better droids (finance* permitting), but at the end of the day effective droid t.me- 
management is of the essence. Better still, avoid getting damaged in the first place. 



how to make the maths involved tn the 3D 
calculations work efficiently. 

M Th*re*s been a lot of external Input 
though, from friends and colleagues main- 
ly, and Tve attempted to incorporate all 
valid suggestions - even SIMPLE, Some- 
one jokingly suggested: if there's a ships 
computer,, why not a language'?' So we 
have, It's limited, but it is fast and can be a 
lot of fun. You can use it as an alternative 
farm of entertainment when you want a 
break from playing FOF~l\ Basically, I like 
a game with plenty of long-term appeal, 
which is why IVe attempted to cram In as 
much as possible. The only problem is 
when to stop — 1 could Keep making 
additions and refinements, but then It'd 
never tome gut! 

"What'i next? It's a project provisional- 
ly entitled U K1 01 . but I can't say too much 
about it eit the moment — other than ifo a 
Simulator involving a helicopter." 

^^^^^^f Author Paul Blythe reck- 
|L mm ons that once proficient at 
Ik ^B playing FOFT, it would 

^M take approximately 75 

hours of solid piny time to 
complete — and even then you still won't 
have seen everything. Once you get en- 
grossed, it's a claim difficult to dismiss. 
FOFTs definitely a big game, with plenty 
of blasting and trading fun to be had. The 
BO graphics work well, although it must 
be said that as far as creating a stimulat- 
ing playing environment is concerned, 
there is a weak point - and that's no true 
feeling of flight unless there are other 
objects on screen, lt T » a little confusing at 
first, as the stars don + t rush towards you 
(Paul deems this "unrealistic")* and 
there's only a speedometer to inform you 
that you're moving. But once the shooting, 
ducking and diving starts, this small flaw 
is easily forgiven and ultimately ignored. 
Comparisons will undoubtedly he made 
between FQFT ailti Acornaoftf'Firebii'd's 
Elite, but just how the conversion of Elite 
fares we won't know until next month. 
One thing's for sure though: Elite's going 
to be hard pushed to too FOFT. 

PRICE: £2$.95 
RELEASE DATE: September 
GRAPHICS 86% 

SOUND 7S9b 

PLAYAB1L1TY 90% 

VALUE ©6% 

OVERALL 89% 

OFOFT should be ready in 
time for the PC Show, all 
going well. Unsurprisingly, 
there won't be any major 
*iiffprpnr**s between this 
and the ST version — other than the music 
and sound effects. 
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"ursting on to your home screen with dazzling graphics and pulse- 
pounding gameplay it's Super Hang-On, the greatest ever motorcycle race- 
game! 
The Bast racing game you've ever played' - and you'd better believe it! 

With 4 soundtracks, 4 skill levels and 18 thrilling stages, you can burn 
rubber at speeds in excess of 320 kph - or can you? Find out but WATCH 
OUT - at speeds like these, you've gotta stay cool to stay hot! 



TEAM 



SUZUKI 



■-- 



19S8 SOOcc WORLD MOTORCYCLE RACING 
CHAMPIONSHIP 

ST ACTION . . . 

"The definitive racing game ever for the ST" 




COLOUR MONITOR REQUIRED 






Atari ST £1999 

Also available on 
C 64 cassette £9 99 
C 64 disk £14.99 
Amstrad cassette: £9.99 
Amstrad disk: £14.99 
Spectrum: £9.99 
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olio wing on from their earlier 

F success with the wire-frame 
vector graphic shoot ^ern up p 
Stargllder. Jez Sans and his 
Argonaut Software team 
hav^ spent the past 1 8 months creat- 
ing an entire solar system to be explor- 
ed - only this time it's all filled in. and 
colourful, too. The system comprises 
five planets and their moons, all orbit- 
ing the central star. Sol ice, An Egron 
invasion force Cthe bad guys from 
Starglider) have seized the whole sys- 
tem and are currently building a giant 
plasma beam weapon in orbit around 
the fifth planet. Protected by seven 
smaller projectors on the seven moons 
of the third planet, the completed 
beam weapon is to be used on the 
distant planet of Novenia — the sole 
opposition to the Egrons taking over 
the entire Galaxy. 

To prevent the fall of Novenia (and 
consequently, the rest of the Galaxy) 
the aim of the player's mission Is to 
enter the system In a specialty mod- 
ified police ship, contact the remaining 
Solician forces and help them to build 
and deliver a Neutron Bomb — the only 
weapon powerful enough to destroy 
the Egron'5 beam projector. 

The Solicians have taken refuge in a 
series of interconnecting tunnels which 
honeycomb the Interiors of several 
planets and moons. Once contacted. 



Icarus as seen from space, with 
the star, Solke, 



£n th* back- 
exterior viewpoint 



► 



ground. The exterior viewpoint can be 
shifted around and zoomed in and out to 
create some spectacular scenes* The red craft 
nearby is a marauding pirate vessel. 



The true power of 16-bit machines is no 
more fully realised than when putting 
to task the manipulation of complex 
3D images. Rainbird's Starglider II shows just 
how well that particular exercise can be 
achieved... as Steve Jarratt found to his 
amazement. 



the Solicians outline the items required 
for the construction of the device, and 
the player is sent on an Interga lactic 
scavenger hunt, 



The basic scenario out Lined above 
only begins to scratch the surface of 
the mission, and your ship has to be 
constantly refuelled and rearmed in 




1= Inven tony* 
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^M m n Egron mechanical whale gli- 

^^ ^^des serenely through the up- 
per atmosphere of the red gas giant Mi 1 1 way, 
Sampled whale-song play* whenever one of 
these beasts approaches the Icarui, and they 
move with some gorgeous animation, Static 
pictures do little justice ■ - ■ 




order to ensure progress. Many of the 
items required are only obtained 
through bartering, which in turn de- 
pends upon the collection of further 
materials, and so on. 

Locating and collecting the neces- 
sary i\ems for construction of the 
bomb shouldn't prove too difficult once 
the system has been explored and 
mapped. However, the full intricacies 
of the mission will take longer to 
master and completing it is a more 
than worthy challenge, it is reckoned 
by the Argonaut team that it takes a 
seasoned pilot around three hours to 
complete the mission from start to 
finish. A game save option is included, 
which should prove vital for success . 

ARGONAUT SOFTWARE 

ez Sans began 
computing with * 
TRS60, way back 
In !*m Me rapidly 
worked his way 
through a v.ar lety of fl- 
blt machines, and la- 
ter worked on conversion problems on 
Fl re bird 'a 6-4 version of Elite. Tony Ralnblrd 
was so pleased with his work at this time 
that he asked Jex to produce a game — any 
game, and he would publish St. 

"I was very interested In the mathematics 
of creating 3D imagery, and began work on 
a vector graphic routine using a Sinclair QL, 
I found the QL unsuitable for the type of 

■he 'Painting With Rolf option 
available from the title screen 
allows all the 3D shapes included in the game 
to be brought up on screen, manipulated in 
three dimension* and doodled with. The first 
picture is the Starglider ship which has been 
rotated and is viewed from behind . . , 








j 



Inside the tunnel system, about to 
breach a force field barrier. The 
next section along constantly rotates, which 
can be extremely disorienting at times. 

things J wanted to do, and so hired an Apple 

Mac tQ work on, A few months later the 
Atari ST appeared and I saw it as an ideal 
machine for my applications." Thus began 
the work on Starglider. It was on immense 

success. 






itarglider shrunk down and 
I moved to the left, 



nd finally drawn with in a 
L similar fashion to the option in 
the arcade coin-op I, Robot Discovered by 
mistake when the drawing routine failed to 
clear the screen after updating it p the Argo- 
nauts decided to make a feature of It, Rolf 
also come* in handy for the game itself, 
alb wing some of the necessary objects to be 
recognised beforehand. 
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"Starghder mad* enough money to fund 
Argonaut Software which now numbvr ten 
strong, and Is In the process of recruiting 
new blood. But as far as Tm concerned, 
Starglider wasn't finished. I really wanted 
to continue with it* refining the routines and 
adding extra things; but suddenly Ralnblrct 
wanted the game for release, so I had to 
stop, 

"I'm much more satisfied with Starglider 
II. though. WeVa optimised the routines and 
I believe it's as fast. If not faster than 
Stargllder. And it's filled -in. 

"Starglider II has had over five man-years 
lavished on it. and the development costs,, 
including new equipment and premises 
means that even if Starglider II sells well, 
we probably still wont recoup all our ex- 
penses, 

"My reasons for doing Starglider I and II 
were to Implement the 3D maths as well as 
possible; to get it to do what you want it to 
do, And to make a fast, exciting and play- 
able game, 

"Stargllder II was definitely a team effort: 
there's a lot of code sharing, and we all help 
each* other out in the development process. 

'It's an ongoing situation though: we sell 
the games to publishers, but the technology 
remains ours. In effect, producing Stargllder 
was the development work for Starglider II, 
and producing Stargllder II the development 
work for our next project, and so on," 

What is their latest project? 

"At the moment we're working on two, 
the first of which is Hawk for Electronic 
Arts v which has been in development more 
or less since we finished Stargllder. Hawk 
features an enormous landscape complete 
with fractal-generated mountains over 
which the player files a sophisticated air- 
craft. EA wanted it ready in September, but 
we'll be lucky to have It completed this 
year. We don't want to stop until we have 
the best thing around - it already Is, but we 
want to make It even better. 

"At the moment it contains the most 
detailed 3D Images ever seen on a noma 
computer. There are tons of enemy craft: 
helicopters, tanks. F1 8's. F19 p s and a few 
Imaginary Stealth planes. Each vehicle has 
up to 30 facets and there ere often more 
than one craft on-screen mt a time. When it's 
really busy, you can have far more than 1 00 
polygons on-screen and the frame rate is 
still pretty rapid, WeVe actually got Hawk 
to run 2CHfa faster than Stargllder IL" 

Argonaut also have the 1 6-bit versions of 
Afterburner for Electric Dreams, for which 
they have produced sophisticated sprite 
handling routines. 

"We now have a sprite engine which can 
manipulate hand-drawn sprites at high 
speed, moving them, reducing and expand- 
ing them at will, Wi are currently working 
on the ST version which is coming along 



extremely well. The Amiga version could 
well be identical to the arcade version; we 
believe it's the closest conversion to date". 

"The duality of other conversions have 
been generally poor. The best on so far has 
been Buggy Boy. and even that could have 
been better. We do watch the opposition, 
but simply to ensure that we- remain origi- 
nal". 

So what of the future? 

"We can now use our sprite engine in 
conjunction with the 3D graphics routines 
to create detailed 3D games- We can gener- 
ate the solid, 3D shapes and sweeten them 
by having sprite generated explosions h ex- 
haust fumes P insignia and so on r 

"We are watching GDI closely, but ulti- 
mately, we would like to move into coin-op 
game production^ We are also interested in 
converting Our games to the consoles, spe- 
cifically the Nintendo and PC Engine, 
This isn't definite - but it + s a possibility," 

OThe Solician system and 
its inhabitants are de- 
picted In beautiful detail. 
The 3D is very fast, very 
smooth and entirely be- 
lievable. In fact, rather than being a vehi- 
cle for the garneplay, it's almost the re- 
verse: game play really takes a back seat 
to the visuals. It's all too easy to spend 
the first few hours — even days — just 
flying around, taking in all the sights and 
sounds which Starglider II has to offer. 
Indeed the imagery is often quite stun- 
ning. There's a huge array of construc- 
tions, vehicles and objects to be disco- 
vered, from simple buildings to spinning 
towers, asteroids, pirate ships — dead 
ringers for the twin pod cloud cars from 
The Empire Strikes Back — to the amazing 
Egron mechanical whale which must be 
seen to be appreciated. The gameplay is 
simpler than first appears, or Is insinuated 
by the manual C which, rather than being 
an extravagant and superfluous addition 
to the package, proves a humorous and 
informative read, acting as an obscure 
instruction manual hint sheet >. The large 
amount of sampled sound affects also act 
as a prime -factor to the game's atmo- 
sphere, adding to the whole experience. 
But whatever the shortcomings of its 
individual elements, the game as a whole 
Is an extremely worthy purchase. 



PRICE: 


£24.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


909<b 


SOUND 


95% 


PLAYABILITY 


86% 


VALUE 


84% 




lasting an Egron Spire Building 
Uees it spin and rise into the air, 
only to land again some distance away, The 
sequence is accomplished by some strange 
sampled sound effects on the Amiga, 

E There's little to separate 
the ST and Amiga versions 
graphically. The ST Star- 
gLider J I Is Slightly slower 
and rather less smooth, 
but only the closest examination reveals 
any serious differences. Its major fault, 
though, lies with the sound, The atmo- 
sphere, so ably generated by the Amiga's 
sampled sound effects, is unfortunately 
lacking here. The decision to avoid the 
samples effects was taken by the Argo- 
naut team, who said It would cause the 
game to run 20% slower If they were 
Included. This leaves the ST's sound chip 
to cope as best it can, and as a result the 
effects are quite harsh, with little to 
commend them. This deficiency means 
that Stargllder II is only very good instead 
of great, 



PRICE: 


£24.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


90% 


SOUND 


48% 


PLAYABILITY 


85% 


VALUE 


85% 


OVERALL 


85% 



OVERALL 89% 



JM Bjv The PC version of Siarglid- 

^m |J^W er II is all set for a January 
^B| ai l^^r re i e ase T and Is also being 
t^H wjr programmed by the Argo- 
^^T naut team. By all accounts F 

progress is good and they hupe to support 
Tandy, EGA, CGA and VGA graphics cards 
(VGA versions could aJso support the 
powerful MVGA which would prove better 
than the Amiga and ST versions J. 





Set' how different shots affect the way the ball 

is hit Let the computer determine your skill level. 

Perfect your technique hy following the example 

of the computer golf player, A must for all 

enthusiasts who 've tried their hand at computer 

golf but never met a challenge as testing and 

J enthralling as UL1 



CBM 64/128 £9.99 
Dtsu £14.99 
ATARI ST £19.99 
IBM PC £19.99 
AMir.A £19.9!) 



THE DEFINITIVE GOLF GAME 

All mail order enquiries to: Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street Sheffield Si 4FS 
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\ I Strategy and action are combined in 
^^ Infogrames 1 Hostages, yet another 

game that calls for a mix of arcade 
and strategy skills. It's edge-of-t he-seat 
thrills all the way when you take control of a 
team of six crack commandos — as Graeme 
Kidd discovered in his attempts to rescue 
hostages after a terrorist attack... 



mini- movie sets the scene 

A for Hostages: a car 
screeches to a halt out- 
side an embassy and 
masked gunmen run Into 
the building. A ticker-tape readout 
announces that terrorists have taken 
hostages and issued an ultimatum — 
the government isn't going to concede. 
The Special Intervention Group of the 
Starts Police Force is summoned, arriv- 
ing in a van with sirens blaring. 

Step forward Captain Cavendish, 
commander of the six -man squad of 
highly- trained commandos. Unless 
your men rescue the hostages before 
the terrorists' deadline expires, they 
will all be killed and another blow will 
have been struck against democracy 
and freedom... 

Darkness falls. A cool head and 
razor-sharp reactions are called for if 
the mission Is to succeed. The first 
stage of the operation involves sta- 
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tioning marksmen around the embas- 
sy — if the snipers can get into position, 
they can cover the building, and with 
luck, despatch a few terrorists foolish 
enough to show themselves against a 
lighted window. 

Delta, Echo and Mike, your three 

■he marksmen await your 
command - any moment now, 
one of them will be making a run for the 
vantage points you have selected, 



marksmen, are lurkin-g tn the shadows, 
ready to make a run for one of the 
vantage points you've selected. You 
take direct control of a marksman t but 
the terrorists have anticipated your 
move — they've rigged up searchlights 
and play them over the darkened 
streets* The marksman runs, jumps, 
rolls, crawls, ducks into doorways and 
vaults over fences to avoid the moving 
pools of light. Allow him to be framed 
in the beam of a searchlight and the 
terrorist^ open fire — a few hits, and 
your man is fit only for the morgue. 

Providing; at least one marksman is 
put Into position, the second phase of 
the game begins — after another short 
movie sequence which shows a heli- 
copter flying against the dark eft y sca- 
pe. Hovering above the embassy roof, 
the chopper unloads the other three 
members of your team, and it's time to 
storm the embassy to clear its three 
floors of terrorists and rescue the 

inndcent... 

Select a man, move hirn around the 
rooftop to an appropriate point and let 





ages 

^^^ ^^» two or three < 

^^ ^^M^rilP^ embassy, but l< 



marksman 

looks 
through his 
nighsight a* a 
commando 
from the roof 
team gets ready 
to absail down 
th*s embassy 
wall 




two or three commandos Inside the 
embassy, but looking after one mem- 
ber of the assault team is likely to 
prove more than enough until you've 
thoroughly got the hang of what's 
going on. 



A pulsing beat accompanies the ac- 
tion as you cautiously explore the 
corridors and rooms of the embassy 
which has become a prison for the 
innocent hostages. The rules of 
hostage- rescuing are simple: watch 
your back, and shoot anything in green 
carno gear that moves, before it 
shoots you. 

Gradually, with experience, the stra- 
tegic elements of the game become 
apparent and you can devote a Little 
time to keeping an eye on the read- 
outs. Introduce a second or even a 
third commando into the building and 
start working as a team; make the 
most of your snipers — they can be 
used to reduce the odds if you trust 
yourself enough to leave the floor of 
the embassy and take a few shots at 
terrorists En the window. As the count- 
down gets low, tnere's no point in 
pussyfooting around — throw caution 
to the winds and GO FOR IT! 

SHORTENING THE 
ODDS AGAINST THE 
TERRORISTS 

Practice your antl -terrorist skills! 
The number of terrorists and hos- 
tages increases with the skill of 
the commander and the difficulty of the 
mission — and the time limit gets shorter 
ana" the terrorists meaner, too... 

Try to got all three In position- Don't be 

Iarksman ECHO vaults over a 
wall Into the street as a 
rch light plays randomly over the buildings. 
Your task is to guide him safely to cover. 
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■he master plan of the vicinity - 
three crosses mark the three 
places where the snipers will be able to cover 
an entire wall of the embassy. DELTA is under 
your command and ready to make a break for 

the absailing begin! Careful timing is 
called for if the commando is to slide 
down the rope and get the right 
momentum to propel him, boots first, 
through a window. You can take one, 
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I oof-commando HOTEL has 
jained access to the third floor of 
the embassy and found a terrorist The main 
screen shows the view as HOTEL is about to 
start shooting - the terrorist is going for a 
pistol oh the floor. Press fire arid move left and 
{jj right while holding the fire button down if you 
want to spray machine gun fire around the 
room,.. Panels on the left give useful game 
information - see annotated detail. 



tempted to start blasting away at figures 
in the embassy windows until you've got 
at least one man Inside — you can't tell 
whether a silhouette is a hostage or a 
terrorist. 

When trying to put the snipers Into 
position, don't forget the forward roll — it 
gets you through searchlight beams 
quickest of a Ik. 

Suicide Is sometimes worth considering 
— you don't get to the second stags of the 
game unless you get at least one sniper in 
position. If two snipers are dead, sacrifice 
the third and try over... 

Before sending the first man from the 
roof, take him to a side of the embassy 
covered by a sniper and use the sniper to 
check for an empty window. Then send 
your man in through that window double 
quick. 

As soon as you've got a man Inside the 
building ¥ look at the floor plan end Identify 
any windows that have terrorists behind 
them. Then transfer control to your sni- 
per(s) and taka out as many terrorists as 
you can. Take the man inside the embassy 
to each floor in turn,, switching back to the 
sniper* s) once windows occupied by ter- 
rorists have been Identified. 

Get a couple of men inside the building. 
Station one In the safe room, and keep an 
eye on the status panel light - when It 
flashes* It means a terrorist Is trying to 



A The small red arrow represents your com- 
mando, with the arrow head indicating the 
direction he Is facing. If you 'bump into 1 a 
hostage, he will follow you like Darky the 
faithful dog - a white dot appears on the tail 
of your commando's red arrow. 




g Gaps in the outside wall are windows, gaps in 
Internal walls are doors. The room at the top 
right with one door and no windows is the 
'safe room 1 , where you should lead the 
hostages as you rescue them - they will stay 
there. Be careful, though - terrorists will try 
to recapture hostages, and once a terrorist 
has entered the safe room, hostages that 
have not been seized by the bad guys tend to 
go walkabout. 

QQn higher levels of difficulty, you have to 
enter a room to discover whether a terrorist 
is lurking inside... the map doesn't give 
everything away. 

recapture hostages that you have led to 
safety. Transfer control to the commando 
in the safe room the moment his status 
light winks and you might be able to keep 
the hostages safe. 

When entering a room that contains a 
terrorist, try and do so when the terrorist 
is directly opposite the door. Barge in t 
wait a nanosecond so you can check that 
he is not using a hostage as a human 



^r^^^^^^l Infogremes have been 
Masj aj building up quite a reputa- 
^L ^B lion for slick graphics and 

^M on-screen presentation 

BMfl with their 1 6-bit products. 

Like Captain Blood and Stir Crazy, their 
last two releases, Hostages is a well- 
polished program. Gameplay, too. is in- 
volved and compelling — the insistent 
throbbing soundtrack complements the 
graphics and keeps up the pressure as you 
work against the deadline to achieve the 
mission objectives. The training mission, 
without hostages to worry about, allows 
you to get into the game quite quickly and 
once you've mastered the basic control 
techniques the real playing can begin. 
With three skill levels and four complex- 
ities of mission to get to grips with, 
Hostages should prove a satisfying chal- 
lenge for quite some time... 

PRICE: £24,95 
RELEASE DATE: September 
GRAPHICS 84% 

SOUND 83% 

PLAY ABILITY 81% 

VALUE 72% 

OVERALL 81% 



O Hostages should be avail- 
able by the time you read 
this — at present Info- 
grames are putting the 
finishing touches to this 
version* converting the French text into 
English in the process. So. all going well, 
you can expect to see an update and 
ratings In the next issue... 

jmKi Ifct Obviously the PC version 

jfl | T |J^ won't be as graphically 

^H ^r accomplished as fits ST or 

tH WjF Amiga counterparts, and 

^j!r sound will certainly be on 

the weak side. But aesthetics aside, the 

gameplay will be virtually identical, and 

thus just a% captivating. Stay tuned tor 

further details... 

shield, and THEN start firing. Charging 
Into a room with machine gun blazing 
might be safe for you, but innocent people 
might die... 

Sometimes the terrorists come looking 
for you. If you can get Into a room with 
only one door, place your back against the 

wall opposite the door, put your ringer an 
the trigger and wait for them to arrive. 

You can only lead one hostage to Safety 
at a time. Clear the third floor of terrorists 
if you can and stash all the hostages in the 
safe room before moving down a floor. 






The games they said 
couldn't be written 



QUADRALIEN 



StarGoose! Star Ray 




You are entering Jupiterspace^ 
Your destination, Astra , the 
vast cybernetic nuclear-fission 
complex they orbited mid -21st 
century, Something strange has 
happened there. Astra has 
sealed itself off from the out- 
side world, the control mecha- 
nisms wont respond, the tem- 
peratures rising. Meltdown is 
nigh. But it's worse than that, 
lor in the very heart of the reac 
tor itself, the sinister QUAD- 
RALIEN forces have estab- 
lished their foothold in our so- 
lar-system. You have just six 
droidstosortitout. 
QUADRALIEN is ACTION- 
STRATEGY TENSION-JEST 

ST, Amiga £19.95 

PC £24,95 



Amiga Screen Shot 

What happens when a team 
thafs notched up two 16- BIT 
number ones decides to tackle 
the classic theme of the vertical 
scroll-and -blast ? The result is 
StarGoose!, the latest from 
Steve Cain and GP (Kenny) 
Everett H and boy is it wierd! 
Until you've tackled the mind- 
boggling variety of defence 
forces in the 3-D world of 
Nom , you're still in Straight 
City. StarQxjse! ingredients 
include: The beefiest scroll- 
FULL screen width and 
Variable speed, Unique relief 
landscapes, Unique supply 
tunneis and The Eyes! 

ST, Amiga £19.95 

PC £24.95 






Amiga Screen Shot 

We wont mention the super- 
smooth parallax scrolling... the 
stunning backdrops... the 
amazing hires graphics... the 
never-heard-before 
sounds... the game play that 
turns humans into jelly ...the 
aliens that just get wierder..,the 
unique Last Game Option... 
Well just say: 

"Quite possibly the best 
arcade action yet written 
for any micro " 

Amiga (2 disks + Audio 
Cassette) £24,95 
ST £19.95 
C64(Disk + Audio 
Cassette) £14.95 
PC £2495 * 
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ILLENIUM 



Wl IY NOT PHONE OUR CREDIT CaRD 
HOTIJNE FOR PROMPT DELIVERY : 

I (0933) 79300 
I 




LOGOTRON 

RECREATION 
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Buy one of our knock- out SI games ami 

Once you have experienced the superior graphics,superb 

you'll be falling over yourself 
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ROAD BLASTERS 11 

Super cha rged d estruction ...the ultimate race agoi nst death. 
Road Blasts redelivers oil the gripping action and high speed 
thrills of this arcade spectacular, 



STREET FIGHTER" 

Let nothing stand in your way ,„ both compelling 
and addictive, Street Fighter is one of the most 
outstanding martial arts combat games yet 
devised, The action is intense as you travel across 
five colourful locations - Japan, China, USA, 
Thailand and England - to combat 1 of the 
toughest and meanest adversaries youll ever 
meef 



BIONIC COMMANDO 

The only hope we hove of 
regain no our home world li 
the hands of our elite force 
Bionic Commandos. With ih? 
telescopic limbs, sophisticated 
weaponry and bionic power tht 
must infiltrate the enemy ba*e* 
destroy the deadly foe and 
neutralise their doomsday 
weapons. 



Atari ST 
£19,99 



Atari ST 
£19.99 



Atari ST 
£19,99 




U.S. Gold Ltd*, Uniti 2/3f Hoi ford Way, Holford, 
Birmingham B6 7AX. Tftl: 021 356 3388 



r 




r you'll be falling aver yourself to get the rest 

d sound and unmatched playability of our games 
f in an effort to get the rest.,. 




THE WORLD'S 
GREATEST EPYX 

A $yperb compilation of the 
world's greatest games from 
+ie wonol's greatest software 

developers - featuring :- 
^NTER GAMES 

lies m *" exhilarating collection of 
events bringing together 
Freestyle and Figure Skating^ 
zibsled. Ski-Jumping and 
Biathlon into one Wnter 
sports spectacular. 
SUPERCYCLE 

Spiit second timing and qn ice 
cool nerve are the secrets of 
success to this fast moving 
notor cycle challenge, 
CHAMPIONSHIP 
WRESTLING 

Take on any eight rowdy 
wrestlers, who use every 
tnown dirty trick known to 
-nan ond try to win the 
coveted 'Championship 
Wrestling Belt/ 
Atari ST £24.99 
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DESOLATOR" 

Smashing its way towards 
you -out of the arcade into 
the compute^ a fury of 
havoc and destruction 
straight from the Halls of 
Kairos. 

Fight your way through to 
the castle owned by 
KAIROS- the Gr*at Satan 
-and free the captive 
infants held behind 
mysterious mirrors. Smash 
the mirrors to break Kairas' 
evil spell and upon 
completing your quest, 
transform into the invincible 
Machoman and desolate 
all in your path. 



Atari ST 
£19,99 



ROLLING 
THUNDER" 

Rolling Thunder 
introduces intrigue and 
heroism in an intense 
action game- A secret 

society is plotting to 
conquer the world. The 
'Rolling ThundeK 
undercover police 
organisation is 
assigned to expose this 
conspiracy. Top agent, 
code name 'Albatross' 
is sent to the enemy 
headquarters to 
complete the mission 
and free the allies held 
hostage. 

Have you got what it 
takes to be a ROLLING 
THUNDER undercover 
cop? 



Atari ST 
£19,99 



GAUNTLET II" 

The mind-blowing 
sequel to the No. 1 
smash hit. Addictive, 
frantic and packed 
with so many new 
features it's a totally 
new game. Over 100 
levels of pulsating 
action as you lake on 
the powers of your 
favourite character 
even if they're already 
in play. Gauntlet II is 
not just a further 
episode in this 
enthralling crusade, it 
is a whole new 
experience in action 
packed adventure, 



OUT RUN" 

You're coolj the 
engine's hot, the 
girrs gorgeous, a 
tankfullofgas.ond 
an open road,., the 
rest is up to you I 
The ultimate 
experience in 
motor sports 
simulation, the 
absolute challenge 
to nerves and 
reflexes. 
Experience the 
exhilaration and 
excitement of 
driving a high 
performance 
sports car in this 
teasing time trial 
where your co- 
ordination and 
nerve will be tested 
to unbelievable 
limits. 



Atari ST 
£19.99 



Atari ST 
£19.99 



ARCADE 
FORCE FOUR 

The most 
explosive 
combination of 
coin op 

conversions ever 
assembled in one 
package. 

GAUNTLET" 
The challenge of 
a lifetime, 

METROCROSS- 

Are you the one in 
a million who can 
think in 

microseconds not 
minutes? 

ROADRUNNER- 
Cartoons most 
elusive character 
trapped for your 

home computer. 

INDIANA JONES 
AND THE TEMPLE 
OF DOOM- 
The hero b back 
to retrieve the 
magical stones of 
Sankora. 

Atari ST 

£24.99 



IMPOSSIBLE 
MISSION IP 

All of the 
ingredients that 
made Impossible 

Mission a timeless 
classic and more 
have been 
incorporated into 
thb new 

espionage action 
thriller. Your old 
rival Elvin is back 
in o high tech 
office block, with 
a whole host of 
new enemies for 
you to defeat 
Mine laying 
robots will try to 
slop your attempts 
to reach Elvin with 
their deadly traps, 
pests will mess up 
your lift strategy 
and suicidebots 
who wilt sense 
when you're near 
and leap to their 
death r trying to 
take you with 
them, and many 
more. 

Atari ST 
£19*99 



OFFICII. 

Advanced 
DungeonsgprAgons ^^ 





High - flying 
Gary Whitta 
puts Image 
Works new flight cum 
combat simulator 

through its paces- 
There's plenty of op~ 
tions including two 
player head-to-head. 
But does Skychase 
earn its wings'? 



The relatively small Galifor- 
nian village of Fightertown 
Is the unlikely home of the 
lege rid a ry Fi ghter 

Weapons School, other- 
wise known as 'Top GujV ( where the 
top one percent of the US Navy's 
fighter pilots are trained to perfection. 
It's also the setting for Mirrorsoft's 
first 1 6-bit release on their Image 
Works label. Skychase is a flight simu- 
lation cum shoot 'em-up action name 
that puts either one or two players 
through the rigorous paces of being 
trained for real combat. 

Of course It doesn't put you through 
the torturous written examinations 




"he computer-controlled fly-by sequence performed before each round of combat. It 
looks good, but performs no valid function, Com Vat is greatly improved by disabling 
this sequence so that you restart from where you died, 



that real pilots have to sit through. 
Instead it puts you straight into the 
cockpit of a modern jet fighter to do 
battle against either a computer "dro- 
ne 1 opponent or a friend In a series of 
dogfights, or 'hnpH* as the real pilots 
call them. 

To enable two players to fight simul- 
taneously* the screen display has been 
split vertically Into two identical but 
independent cockpit screens. Player 



One uses the lefthand screen while 
Player Two (or the computer it one- 
player mode has been selected) views 
the game world from the screen on the 
right. 

B«rfnre combat begins, the two fight- 
er planes zoom past each other at high 
speed in a computer-controlled flyby 
sequence. Control Is then handed over 
to the players and combat can begin in 
earnest Rather than produce an a ecu- 





I ect i on 



n F-14 
L Tomcat 

• one of the seven 
craft available, Each 
fighter has its own 
/ characteristics > eg: 

/ maximum speed and 

speed of turn. Gary 
Whltta reckons the 
Paper Plane is /our 
best bet for a good all- 
round jet, 

rate simulation of flying a fighter plane 
where dials and, guages abound as in 
Flight Simulator II or Jet, American 
programming team Max is have opted 
for a more simplistic approach, so 
flying is just a matter of up-down -left- 
right controls, all performed with the 
joystick. The only keyboard control Is 
the one used to Increase and decrease 
thrust. 

Defeating your enemy is not simply a 
matter of destroying him once. In- 
stead, points are accumulated every 
time a dogfight is won. When either 



© 



one of the player's fuel supplies is 
exhausted, the game ends. The player 
with the highest number of kills, and 
subsequently the most points, is de- 
clared the w inner, Winning a dogfight 
round is achieved by shooting down 
your opponent using either your can- 
nons or missiles, Cannons are oper- 
ated by holding down the fire button, 
whereby a stream of machine gun 
bullets are fired. Alternatively, you can 
nail your opponent (or your opponent 
can nail you) by locking on a missile 
and firing, [f you Ye in acceptable range, 
a targetting box appears which must 
then be lined up with your on-screen 
cursor. This takes a few seconds, and 
if you manage to do this, a steady high 
pitched tone Is sounded, whereupon a 
missile can be fired. Strangely enough, 
this missile comes In the shape of the 
ubiquitous red and white chequered 
Amiga ball! 

A novel aspect of SkyChase is the 

way in which it is practically a Jet- 
combat construction set in that it's 
possible to alter just about every vari- 
able in the game. There is a choice of 
seven planes for each player to try out 
ranging from the F-14. F- 16 and F-l8to 
the most up-to-date Soviet MiGs. and 
even a paper plane! It p s possible to 




Both planes explode into vector graphic fragments after a typically tense bout of high 
i 




change the quantity of weaponry each 
plane carries* as well as their effective- 
ness in combat. A host of other fea- 
tures, such as blanking out the drone's 
screen In one player mode, so you can't 
see what he sees and the option to 
take out the CPU controlled f lyby sequ- 
ence, have also been included, 

O Image Works have a few 
minor bugs to iron out, but 
this version is still well on 
course for its intended 
September release date. 
There won't be any horrendous differ- 
ences, as the conversion was carried out 
by MaxEs H the team behind the Amiga 
originaJ. Update next month . T . 

_m_____ Skychase Is by no means 
^r the fully-Hedged flight 

K Vj simulation that it claims 

B| to be. The controls have 

I^^B been over-simplified, and 

^^^^^^^^™ ,i*i a result* the game 
veers too far to the arcade side to attract 
simulation fans. Also over-simplistic Is 
the game's aesthetics. In the days of such 
an awesome computer as the Amiga, 
owners expect slightly more than blue- 
green flat landscapes with just a wire- 
frame grid for scenery. Sound Is not quite 
as impressive as It could have been, and 
even leans on being dreary and depress- 
ing at times, due to the uninteresting Cand 
ultimately unrealistic) engine sounds. 
Also the theme tune is not suited to the 
game at all. A bit of high -speed rock 
would have been much more acceptable 
than the psuedo-classlcal tunette that 
currently adorns the title screen. Howpv- 
er, Sky chase succeeds in providing a good 
opening for people who are thinking ab- 
out moving away from shoot 'em ups to 
dabble in flight simulations. It's not too 
tough to put off first -timers, and so could 
serve ideally in introducting people to 
computer flight. It's also quite useful for 
brushing up on combat techniques and 
maneouverlng, and some of the tricks 
that Sky chase taught me later went on to 
be lite-savers *n Interceptor! As a game 
however, it only really warrants its price 
tag if you have a friend or relative tor an 
Ad Manager) to play it with. The compu- 
ter player lacks any real intelligence, even 
on the hardest level, and so playing 
Sky chase in solitude is likely to end up 
beincj a rather mundane affair. 

PRICE: £19.99 

R ELEA5E DATE: Out Now 

GRAPHICS 51% 

SOUND 47% 

PLAY ABILITY 69% 

VALUE 56% 

OVERALL 66% 






_- 



» 



OS 



Over the past few 
months, Firebird and 
Rain bird have been re- 
leasing games designed 
to push the Atari ST and 
Amiga just that bit further than the 
hordes of shoot T em ups currently 
infesting the software shelves. 

Carrier Command, Starglider II and 
Virus are three good examples. Now 
we have Whirligig, the first 16-bit pro- 
duct to come from S-bit innovator Mike 
Singleton. Any game that boasts a 
staggering four billion levels and more 
than 100 billion aliens is likely to 
attract a lot of attention, and sure 
enough Whirligig has done that. 

Cast as a courageous starfighter 
pilot of the future, you are set the 
surreal quest of travelling around a 
huge universe (the Whirligig) to collect 
five perfect solids — cube, dodecahed- 
ron, and so on. 

To describe the way in which Whirli- 
gig works ts not easy. It*s similar to 
Virus insofar as you control the ship 
using the mouse with controls for 
pitch, yaw, roll and thrust. Anyone 
who's played Virus before will know 
that this isn't the easiest control 
method to get used to. An awful lot of 
screaming about the universe comple- 
tely out of control will be endured 
before you learn how to master your 
ship. Here, however, the similarity 
with Virus ends^ Where Virus was a 
strategic shoot "em up, Whirligig is 
more of an arcade adventure. 

At the outset of the game, you find 
yourself In Eigenspace (Level OneK A 
quick push on the stick thrusts your 
ship forward through space, which 
scrolls in all directions while you stay 
central. Each Eigenspace is littered 
with all manner of objects, both friend- 
ly and not-so-frlendly. Depots are the 
most useful as flying closely past one 
replenishes your ship's supplies, fuel, 
missiles or chaff. There are three types 
of depot p one for each commodity. 

Missiles are launched by pressing 
the left mouse button and are used to 
destroy aliens and other such threats 
to mission completion. Once fired a 
missile locks on to and destroys the 
nearest object on the screen. Trigger 
maniacs must beware, though. Firing a 
missile while there's nothing else on 
the screen causes it to lock on to your 
ship and destroy you! 



\ 



sizeable section of 
Whirligigs loading screen, 



\ 




With four billion levels to explore. 
Whirligig must be one of the 
largest games yet to appear on 1 6- 
bit machines, Gary Whitta jumps into hypers- 
pace and finds to his surprise that it's not 
quite all it's cracked up to be* 



Chaff is a more defensive alterna- 
tive. Although its speed and manoeuv- 
rability is much greater, and its target- 
ting system is far more accurate, chaff 
operates on a priority system. This 
means it always looks for the greatest 
threat to your ship and destroys it 
before anything else. 

Fuel is probably the most important 
commodity on board your ship- When it 
runs out you los-e control of the ship, 



which results in you Invariably crash- 
ing. 

Travelling from Eigenspace to 
Eigenspace Is achieved by p^G&ing 
through portals known as Stargates 
which resemble spinning wheels, By 
passing slowly through the gates you 
can travel to one of the other 
3. 999,999 ■SM- Eipenspeces. 

The five perfect «»1U1* aro each con- 
tained In special Eigenspaces called 






Perfect s paces. When you come across 
one, either by accident or due to careful 
planning, you can collect the solid by 
flying within its 'attractor field' which 
places it in tow. Drag it back through a 
Stargate and youVe got it, Capture all 
f!vi» and you've won the game. 

Whirligig is one of those 
games that promises the 
earth but fails to deliver. 
Unlike Virus, and indeed 
similar games, Whirligig 
has well defined graphics but cannot ani- 
mate them smoothly enough to give any 
m press ion of speed or exhilaration while 
in flight. There's a stirring tune pJayed 
throughout, although it doesfTt seem 
-.Lilted to this style of game, and it does 
tend to irritate a little too often. Fortun- 
ately, you can turn It off, leaving the weak 
spot effects, which, like the music, fail to 
generate a suitable atmosphere, And 
atmosphere is something Whirligig so de- 
sperately needs. It's an unfortunate piece 
of software where gamaplay Is concerned, 
in that it successfully falls between two 
Stools. There are no real problems to 
solve, and the shoot 'em up action is far 
from enthralling, being slow and at worst, 
fiddly. Which means that all there's left to 
do Is explore the four billion samey levels. 
Not much fun. It's a shame Whirligig has 
turned out this way, when it could so ' 
easily have been something a bit special 
had it a clear direction. It Just goes to 
show: bigger doesnt necessarily mean 
better. 



PRICE: 


£19.99 


RELEASE DATE: 


Out Now 


GRAPHICS 


53% 


SOUND 


53% 


PLAYABIL1TY 


59% 


VALUE 


■W* 



OVERALL 51% 

^^^^^^1 This version is vltually 
m^ aJ Identical to its Amiga 
^L ^H l ounterpart. apart from 

^H the tune, which Is still un- 

■■fl suitable but at least it 

sounds reasonable, Gameplay Is eKactly 
the same, and subsequently so are the 
fa ult s ., 
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PRICE: 


El 9.99 


RELEASE DATE: 


Our Now 


GRAPHICS 


53% 


SOUND 


53% 


PLAYABlLlTY 


59% 


VALUE 


40% 


OVERALL 


51% 
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in AMAZING 
WHAT A REAL 
l COMPUTER 
GAME 
CAN DO. 

| • HURLA 
J VOLLEY OF 
AXES 

• FIRE BOLTS 
. OF LIGHTNING 

/ • WRESTLE 
W FEROCIOUS 
BEASTS 



• LEAP OVER 
BLAZING CHASMS 



® 



Tdecomsoft, First Floor, 64-76 New Oxford St, London WCtA fPS* 

lwtur*i.t.ni{twhttti Lo^art ttid&tnjtrkt of British BtaammuntatiwffltC 

SEE US ON STAND 3447 AT THE P.C SHOW, EARLS COURT, 14-18 SEPT. 
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xolon's scenario re- 
quires the negotiation of 
five levels of unknown 
territory, blasting aliens 
and destroying or avoid- 
ing obstacles which block the way. The 
player guides thm space-suited figure 
of Vltorc across an alien environment 
set over 125 flick-screens; each scene 
appears sequentially, and once left 
cannot be re-entered. 

Vi tore's path is barred by all manner 
of obstruct ions t inanimate or otherwi- 
se. Alien swarms appear overhead and 
can be shot using VI tore's blaster or 
evaded by ducking down- Other more 
solid obstacles, such as walls and gun 
emplacements, can be removed perma- 
nently by firing self-propelled grena- 
des. These small missiles home in on 
enemy installations, but only have a 
short range and fall harmlessly to the 
ground If unable to reach the Intended 
target. Other alien defences include 
land mines and pods which rapidly and 
unexpectedly rise up from the ground. 
Contact with either removes one of 
Citoro^s nine lives, 

The alien complex is set over two 
levels, the upper of which is accessed 
by transporters. The choice of route 
and inability to retrace steps facili- 
tates the need for mapping of some 
sort to aovld repeated mistakes on 
later missions. 




Continuing Hewson's assault on the 1 6- 
bit front comes Exolon, a flick-screen 
shoot 'em up converted from Raphael 
Ceccio's 8-bit original. Steve Jarratt wonders 
if it's another case of a pint in a quart pot. 




Iaving battled through three 
a lien -infested screens, Vitore 
prepares to enter the more densely populated 
realms of a bizarre tunnel of sorts. 

► \^itocc lets rip with A seJf- 
▼ propelled grenade to clear the 
first of the two obstructions barring hit way. 
Extra ammunition and grenades sit in 
can n liters at the top of the screen, but there's 
no way he can collect them - there's no going 
back, and the te!eport«r is on the previous 
screen. 
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Exolon was a hit when Et 
first appeared an B-tait and 
is very much a game tai- 
lored to the requirements 
of those machines. As such, 
■t presented some problems for Hewson 
when they decided to produce a conver- 
sion. The project was given to relative 
new-comer Martin Bysh h a 19 year-old 
whose previous work was the vertically 
scrolling shoot em up, Foundations Was- 
te* on' the Exocet label, "Initially, we 
wanted to make it a more of a 16 -bit 
game." declares Martin. "Obviously the 
graphics could be improved, hut the game- 
play had to remain more or less the same 
to retain the essence of the original, We 
have re-designed the layout, though, from 
the earlier versions. 

^^^^^^^^1 The simple aim of Exolon 
MM aJ hardly smacks of in nova - 
|^ ^B tion. but the garnepJay is 

^M strong enough to Justify 

■■I its purchase^ The smart, if 

repetitive graphics provide an initial lure, 
but thereafter the gameplay takes over. 
In fact, Exolon can prove annoyingly 
addictive: each successive go sees slightly 
more progress and there ts a constant 
urge to H just get past that last screen 1 . 
There at& one or two drawbacks, howev- 
er, in that the game is quite large, and 
there's no level entry option; each game 
begins from scratch and repeatedly play- 
ing through the early screens could soon 
prove tiresome, As with the majority of 
Hew son products, the ST's sound chip is 
put to useful employment In producing a 
reasonable tune and effects, without us- 
ing scratchy samples. 

PRICE: £19.99 

RELEASE DATE: October 

GRAPHICS 709o 

SOUND 69% 

PLAYABILITY 68°4 

VALUE 60% 

OVERALL 66% 
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"I first started work on Exolon before 
last Christmas, when we had decided to 
make the main character much larger — 
the main sprite was then about 50 pixels 
tail, This caused problems however, since 
the background graphics had to be bigger 
to incorporate this larger figure. As the 
game grew In size, we lost the playability, 
The platform element had almost dis- 
appeared and it was felt that the game- 
play was suffering too much. In the end 
we decided to scrap it and start again; the 
result is more in Jine with the original 
game* and Is much more playable." 

The large sixe of the original was also to 
create one or two headaches: Exolon is 
125 screens long and contains over lOOK 
of graphics lust to animate the main 
character, "Memory is a problem/' Martin 
admits. "Each ai the five levels have to be 
loaded separately, and I've had to refor- 
mat the 3Vz" disk: it now squeezes 420 K 
onto a single side!" 
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All tooted up with nowhere to go 
. . . except deeper into trouble, 
Vitorc undergoes a change of clothes, donning 
the cxoskeleton found on the fifth screen. His 
firepower is now doubted, but at the expense 
of speed. It's a bit like wading through treacle* 



w 



eird aliens and aggressive 
obstacles abound, much to the 



horror of our besuited hero. The teleporter to 
the left of Vitorc takes him to the uppermost 
level - and straight into die sights of another 
cannon. 

— v *.. 
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OAn Amiga varsion Es plan- 
ned, but Hewson have not 
yet signed up an author. 
Enhancement* will be 
made over the ST Exolon 
but in what area, and to what degree still 
has to be decided- Obviously no firm 
release date Is available as yet. 



^M Bl PC versions of Hewson 

^1 | T *J^^ products may well be 
^Ml j^fl H ^^^r forthcoming after the PC 
^■a^^M^T Show at Earls Court. 

^^^r Andrew Hewson has ex- 

pressed a desire to first get a reaction 
from the Am^Hr^n market to thair currant 
1 6-bit products, before committing funds 
tn further ronverslons. 



The world's leading brand 
for the real games competitor 
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Have you 
got your hands 

on one yet? 

B&SSiNGBY INDUSTRIAL ESTATE, BRIDLINGTON 

NORTH HUMBERSIDE Y016 4$J, ENGLAND 

TELEPHONE : 0262 601 0G6 60254 1 

FAX NO 0262 400066 



d° 



• ,ss 









/ vv * 



& >J> 



.«? 






Mountain climbing has never 
been easy... until now. Gary 
Whitta packs his rucksack 
and takes his pick to tackle Epyx's 
Final Assault. But does this unusual 
simulation scale the highest heights? 



>■ ■■ ■■ -- 






If you've ever wanted to try your 
hand at the hazardous hobby of 
mountain climbing, but couldn't 
quite pluck up the courage, you 
can now scale the highest moun- 
tain from the comfort of your own 
armchair — thanks to the arrival of 
Final Assault. 

Epyx's latest takes you from the 
preparation for your climb and hiking 
to the mountains, right up to the final 
assault. 

Final Assault takes place in the heart 
of the Alps, where some of the world's 
highest and most demanding moun- 
tains reside, including the Eiger and 
lUiont Blanc. There are six climbing 
routes to choose from. Alternatively, 
you can resume a saved game + or go on 
a training climb on a beginner's moun- 
tain where you can learn basic climbing 
skills and break-in your boots. 

Selecting a route for the climb sends 
you on to the preparation screen, 
where you pack your rucksack with 
the equipment. You dont have to go 
through this though, as your rucksack 
is automatically supplied with a selec- 
tion of items, It's best not to neglect 
this screen however, as the rucksack 
may be holding things you don't need, 



or missing things you do. Your sack 
holds a reasonably large selection of 
items* but it's best not to take too 
much, Each item weighs something, 
and overloading will hinder your pro- 
gress. 

When your sack is well and truly 
packed, all that's left to do ts decide 
when you're going to leave. You can 
choose between a summer or a winter 
climb and decide at what time of th« 

day to climb. 

You now find yourself on the trail a 
short distance from the mountain 
base. To get to the mountain, a brisk 
hike is in order. To walk from left to 
ricjht T a steady left-right joystick 
movement in time with the on-screen 
character's legs must t>e employed. 
This is the biathlon event from one of 
Epyx's previous releases similar to 
Winter Games. It's also possible to 
execute srn athletic Httle jump by 
pushing the stick forward- This t cou- 
pled with the ice axe you're given to 



test the ground, allows you to spot 
and avoid any hidden crevasses. 

The display changes once you actual- 
ly make it to the mountain. The screen 
is now split vertically in half. There are 
two types of mountain terrain: ice and 
rock. Each requires a lot of practice if 
any progress is to be made. When 



Climbing a rock face as steep as 
this is far from easy, especially 
when you need to think about moving your 
hand and feet. 
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climbing on ice, the first thing to do is 
put fin a pair of crampons — special 
boot spikes — which allow you to get a 
better foothold, Climbing Is a slow and 
sometimes painful affair. Moving a 
step up on the mountain is accom- 
plished by a series of joystick move- 
ments, ie: up, down, fire, down, which 
must* be executed In the correct order 
or the climber slides back down the 
mountain. While on the mountain, it's 
important to remember that if you 
want to access supplies from your 
backpack, you have to strap y ousel f to 
the mountain first to prevent yourself 
from falling backwards. 

After youVe conquered the ice sec- 
tion, an even tougher challenge Is wait- 
ing above. 

Rock is a great deal more difficult to 
climb and there's even less margin for 
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error. Before headway can be made, 
equipment needs to be changed round. 
Crampons must be removed and repla- 
ced by soft shoes, and a helmet has to 
be worn for protection. Rock climbing 
dnrTicirids a more dc-xtral use of joys- 
tick, which is used to secure holds on 
the rock. To move up rock, a precise 
series of steps must be followed. First- 
ly, hands or feet are selected for move- 
ment- That hand or foot mu^t then be 
up or down, before pulling yourself up, 
down or sideways. This sounds a 
rather simplistic process, but it en- 
sures you always have at least three 
holds on the rock, which is the mini- 
mum. Its a difficult task at the best of 
times, and moving upwards is even 
more difficult, To make things a little 
easier though, you can use a rope to 
help you climb. 

The problem with using a rope Is 
that you have to pack a whole host of 
other equipment that accompanies it t 
such as carabinera, pitons, ice pins and 
a hammer- Without these, the rope i& 
useless. Completing one of the moun- 
tains by reaching its summit means 
you can add your name to the list of 
elite climbers before starting afresh on 
a different mountain and route, 
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■ake your time packing your 
rucksack, Those pitoiis you for- 
got to Include could cost you your life later on 
in the game. 

m Final Assault la an admiral 
attempt at producing an 
unusual simulation even it 
it bears a similarity to an 
Infograrne's product re- 
leased last year. It's certainly not a sub- 
ject one would expect to find entertaining 
but the approach is effective enough, com- 
bining hand-eye co-ordination with just 
enough aforethought required to keep 
your mind ticking over. Despite the fact 
that it's the gameplay which makes Final 
Assault surprisingly gripping, so both the 
graphics and sound could have been en- * 
ha need considerably. Still, if you don't 
mind your action at a slow pace and find 
the idea of mixing a bit of strategy with 
some careful preparation appealing. Final 
Assault is the man for the job. It's a 
rewarding experience — provided you've 
got the patience and determination to 
succeed. 



RELEASE DATE; 


Out Now 


PRICE: 


£1 9.99 


GRAPHICS 


37% 


SOUND 


31% 


PLAYABILITY 


55% 


VALUE 


50% 



OVERALL 58% 

OThe Amiga version of Final 
Assault should be avail- 
able in November and 
promises enhanced 

graphics and sound, while 
gameplay should remain the same. 
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WHAT DO YOU THINK 

OF THE ONE? 



Dear Reader, 

We're extremely pleased that you've bought our very 
first issue. We hope that you like what you've discovered 
on the pages of The One, and would be grateful if you'd 
let us find out a few things about you. 

We'd be so grateful in fact that we'll send a free games 
disk to the first fifty readers who return the quest* 
ionnaire below to us. 

Cheers! 

ii 
Gary Penn 

EDITOR 




I) 



Which of the following computers, if any, do you own/likely to 
".buy? , 

OWN 
Atari ST 

Commodore Amiga 
PC Compatible 
Spectrum 
Commodore 64 
Other Commodore 
Amur ad 
BBC 
Don't own a computer 



MAY BUY 

[ 
t 
[ 
I 

[ 
[ 

[ 



*> 



Which of the following peripherals, if any do you own/likely to 
buy? 

OWN MAY BUY 

Sound Synthesizer [ ] [ | 

Printer | | [ | 

Modem | | [ ] 

Additional Disk Drive | J 

Hard Disk [ ] [ ] 

Digitiser rf 

Graphics Pad [ ] 
High Resolution mono monitor 

Colour monitor [J [ ] 

Midi interface 



3) How many of these type of games do you own? 



Simulation games 
Arcade games 
Strategy games 
Adventure games 
War games 
Shoot -em -ups 



NONE 

[ 1 
I 

[ 



I 



1-3 



4-6 



7-9 10 + 



4) 



~- 



How many games do you buy, on average, each months 
0-1 . 2-3 4-6 7 + 

[ I " [ ] I 1 I I 



it 



5} Jir r?ow interesting do you find each of the following in this issue 
of The One? 



VERY 

INTERESTING 



OK 



NOT VERY 
INTERESTING 



Reviews 
Previews 
Hints and Tips 
News 

Future Feature on CD 
Systems 

Arcades 
Demos 



1 1 



6) How many other people have read or looked at this copy of 
The One? 
NONE 12 3 4 S or more 

II I 1 ( 1 11 [ 1 [ 1 



7) 



Which of these other computer magazines do you read 
regularly (ie. at least one out of every two issues)? 
ST World [ ] ST Action 

ST User [ ] 

Amiga User [ ] 

Your Amiga [ ] 

ACE [ ] 

Computer and Video Games 



ST Update 
Amiga Computing 
ST Amiga Format 
The Games Machine 



B) 



9} 



How old are you? 
Under 1 4 

IS 
16 
17 

18 

19 

Are you . . . 

At work — full time 

Ac work — part time 

Unemployed 

At Col lege. 'University 

At School 



ii 



i j 



20 
21 
22 

23 

24 

25 or older 



[ 1 

■M 
[ ] 

i i 
[ ] 



Many thanks for your help! 

Please return completed forms to:- 

Clive Pembridf e 

EMAP Publications 

Priory Court 

30*32 Farringdon Lane 

London 

ECIR3AU 




So what exactly is a progres- 
sive shoot 'em up? Weil as 
opposed to a shoot N em up 
where you simply blast ev- 
erything In sight from be- 
ginning to end* a progressive blaster 
allows you to collect extra weapons 
and features to customise your ship as 
you go along. Sidewinder was the first 
of Its kind to do this, but extra 
weapons were rather limited. Zynaps, 
however, is very much more in the 
mould of co in -op classics such as 
Nemesis and Salamander, where a 
wide range of extra powers are avail- 
able to you. 



While vertically W scrolling shoot 'em 
ups are two-a-penny on the ST and 
Amiga, the 'progressive' blaster is 
genre that 16-bit owners very rarely get to 
see. Hewson's Zynaps is one of the first to 
appear — Gary Whitta lets rip.« 



The instructions don't waste any 
time or paper feeding you six para- 
graphs of uninspired dross about 
mutants from some obscure alien pi a- 
net Invading Earth — no they just tell 
you to get out there and kill as much as 
you can, which is flow a good shoot 
'em up should be presented really. 




m: 



Iind the oranges, Marlon) (Copy- 
right: Gary Whitta School Of 
Un informative Minimalist Captions). 



The similarity that Zynaps bears to 
games like Salamander becomes appa- 
rent when it loads. The action takes 
place over 14 Levels of horizontally 
scrolling alien territory, but unlike 
other horizontal scrollers such as Star- 
Ray, you can't change direction and 

^^M ^%reis and hold down the lire but* 

"^^| ton before collecting the flashing 

object in front of the ship and a super *k ill mis- 
sile will be yours. Setter stHI, pick up fhfl token 
without the button depressed. Now the wea- 
ponry counter will advance so you can acquire 
a better weapon by holding dawn fire when 
you run over the next flashing token. 



Ln 




►< 




you can't affect the speed of the scroll- 
ing. Zynaps employs a fixed speed 
continuous scrolling technique which 
forces you on even if you would rather 
stop and make a cup of tea. 

Aliens tend to attack in waves 
rather than singularly, usually in a 
caterpillar tVpe formation. Collision 
_J^ with aliens or scenery is immediately 
O^ fatal, and so it helps to blast the 
beggars before they get too close- 
Clearing a wave of aliens results in a 
floating icon being left behind; fly over 
It while holding down the fire button, 
and your speed or firepower is bumped 
up. Collecting an Icon without the fire 
button pressed changes the type of 
feature activated when you collect 
another icon while holding down fire. 
It's a simple enough system that 
works welL Among the features that 
can be collected are extra speed, more 
bullets, bombs (used to destroy any 



t the end of each level there's 
Lso me thing big and nasty to dis- 
pose off... and this is what you can expect to 
see at the end of Level One. 

Land-based target and missiles), and 
missiles which lock onto and destroy 
enemy ships automatically. 

At the end of each Level, a large 
mothers hip appears, spewing out 
deadly space mines. When it finally 
bites the (space) dust the level is com- 
pleted and you pass onto the next. 
Complete all 14 levels and... well, just 
wait and see. 



1 lying through the cavernous confines of the first level An alien mine is about to turn 
'your ship into a fireworks display for all but yourself to see. 




section of the loading screen - 
an accurate portrayal of the 
superb packaging artwork. 

mhm^^^^b Zynaps rates as of ihf» 

H^^ best ST blasters to appear 

Ml V to date-. Hewbon have 

Jp done a remarkable job of 

^^B i OnVCI tiruj it So the ST, .in Li 

^^^^^^^^B credit must go to Pete 
Lyon for providing some neat graphics, 
which reach near-coin-op quality in some 
places. If the game has a weak point, it's 
the sound. The loading theme and high 
score tune are good enough, but the in- 
game effects are rather poor. Still the 
game play is addictive, and the difficulty 
level is just right, bo it should have ST 
garners stuck to their joysticks for a good 
few weeks after purchase, Zynaps is an 
enjoyable slice of blasting action, and the 
fact that there are hardly any progressive 
shoot 'em ups available, let alone decent 
ones, is all the more reason to take a look. 
It's what your ST has been waiting for. 



PRICE: 


£19.99 


RELEASE DATE: 


Out Now 


GRAPHICS 


70% 


SOUND 


66 ^o 


PLAYABILJTY 


7Z% 


VALUE 


66% 



OVERALL 73% 



OThe Amiga ve-rsion of 
Zynaps is shaping up very 
well Indeed. It should look 
very much like its ST coun- 
terpart, and should play 
the same too. The only ma- 
jor difference will be the sound, which is 
enhanced to make use o-f the Amlga f E 
supo-rior capabilities. Expect to see some- 
thing at the PC Show — or failing that, late 
September. 



the final test 
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.... airborne combat for every simulation fan. 
Modeled after USAF training competitions, 
take your pick from a dazzling array of the 
worlds leading fighters in this thrilling one or 
two player simulation. With user-definable 
features, there is an endless series of 
possibilities to Sky chase as you battle against 
your adversary. You can find out what might 
really happen when the speed of MIG-31 
Foxhound meets the agility of an F-16 Falcon 
- with you at the controls of ©itherl 

Features: 

• 7 frontline jets to choose from 

• Great sound effects 

* User definable fuel ammunition, 
G- Forces, playing area and more 

* One or two player options 

* 5 skill levels 

• Skychase poster and T-Shirt offer 

Available on ST and Amiga at £19.W 

Headway House. 66-73 Shoe Lane, London EC4P 4AB 
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■ ARMALYTE 5. I PI Ws. 

PLAYM ASTERS: MICKEY MOUSE MAPPED, BARD'S TALE PLAYERS GUIDE 

- REVIEWS: ROCKET RANGER EXCLUSIVE; STAR RAY, 
INTENSITY, VINDICATOR. WIN: A LOAD OF BALLS 





Star Goose is a Logotron shoot 'em up from 
ex-Denton Design programmers Graham 
'Kenny' Everett and Steve Cain, whose pre- 
vious exploits include Black Lamp and Star 
Trek- Julian Rignall looks beyond the bas- 
relief horizon. 

oose 



Although Star Goose Is 
essentially a vertically 
scrolling shoot *em up, it 
actually has a three- 
dimensional element. 
The terrain is comprised of hills and 
valleys which the Star Goose land 
vehicles negotiates. Since its forward- 
firinq OA-iris are static thiv* means that 
when the craft drives up or down a htll 
its bullets either fine into the air or hit 
the ground. Consequently It's impossi- 
ble to hit objects unless the Goose is 
either on the same level, or the in- 
tended target is on the brow or im- 
mediately at the bottom of a hill. 

At the start of a game an excellent 
animated sequence shows the Goose 
being beamed down from a mothership 
tthankfully, the sequence can be skip- 
ped} and the action begins. 

The objective is very straightfor- 
ward: guide the Goose across eight 
wrap-around levels and collect six col- 
oured crystals from each by running 
over them. This task is made more 
difficult with the presence of hostile 
enemy installations and craft which 



fire missiles, laser bursts and bombs 
at the ship, reducing its shield levels on 
contact. 

Shield levels are also depleted by 
crashing into an enemy craft or empla- 
cement, and are drained entirely as the 
Goose is driven into a hole In the 

Landscape, Fuel and ammunition levels 

are similarly expended through USe\ 

As well as bullets, the Goose is 
armed with a limited supply of rockets, 
which are primed anti launched from 



the keyboard to send them roaring up 
the landscape to destroy the first thing 
they encounter, if a rocket doesn't hit 
anything before It goes off the top of 
the screen, it's wasted. In the midst of 
the action firing a missile can be awk- 
ward (the ALT and CAPS LOCK keys 

are uEed) — qurflly it would have been 

better to use a double press of the fire 
button instead? 



o 



M 



TUNNEL VJSION 

On each of the landscapes are three 
tunnels which may be entered to re- 
plenish shield* ammunition and fuel 
supplies. Inside, the ship is viewed in 
3D from behind, and the player flies 
down the circular tunnel attempting to 
run Ov^r the eyes that lie on the floor, 
sides and ceillncj. 

The faster the ship is travelling, the 
higher it can climb up the sides of the 
tunnel r When maximum speed is 
attained it can actually loop~t he-loop, 
collecting ^^/eiry eye it passes! Howev- 
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When all the crystals have been 
collected, the Goose is driven to the 
exit point — a blue door in the landsca 
pe — and is transported to the next 
LeveL 

The player starts a game with four 
lives t and extra ones are earned at 
regular 100.0GO point intervals. When 
the last Life is lost t a new game can be 
restarted on th& current level by press- 
ing the fire button. Pressing the ESC 
key T however, resets the game and 
play starts on Level One. 

l riving through the missile gate 
"endows the Star Goose with an 
extra complement of missiles, which are essen- 
tial cm higher levels, where less accessible 
packs of rocket launchers, mortars and laser 
turrets patiently await their target. 



er, due care and attention must e*g 
taken to ensure that the Qoose doesn't 
leave the tunnel upside down (where- 
upon it expks<Jfts) or at too high a 
speed {it could crash Into an installa- 
tion or enemy snip outside the exit J. In 
between levels a similar tunneS is en- 
dured, but eyes are picked up for a 
large points bonus, Be careful here, as 
some Inter-level tunneis are deceptive- 
ly short. 



I ne of the more frenetic 
'moments in Star Goose. The 
Goose is about to pick up another crystal, but 
its chances of survival are slim. Trigger-happy 
gun emplacements either side nf the bas-relief 
scenery are about to do their worst . . . 




"he entrance to an ammunition 
tunnel i$ in sight. Provided the 
Goose can avoid ramming either of the two 
mines, he should soon be speeding down a 
tunnel, collecting some much needed extra 
bullets. 




OStar Goose on the Amiga 
should hit the streets at 
the bdme time as the ST 
version, it's also been 
done by Graham and Ste- 
ve, which is why it looks and plays 
exactly the same. That said, we wont 
provide any ratings until we've seen a 
1 0C^: finished version. Check out the 
newi pinjtJSa next month for an update . . . 

^^^^^^^^1 Quite surprising Jy t the 
|L ^m scrolling isn't particularly 
■L ^B smooth — at high speeds 

^H the landscape strobes, 

■■■i ruining the otherwise 

pleas in i? bus -relief backdrop effect. A few 
of the sprites are pretty, but -generally 
they're uninspired an«l unimpressive; they 
simply Lack flair and character. The music 
Is similarly duJI» and grates after a few 
games; the sound effects are marginally 
better. However, the biggest fault of all Is 
the lack of challenge and variety. Each of 
the eight levels is fundamentally the 
same, and only offer increased density of 
enemy Installations and more moun- 
tainous terrain as the player progresses, 
The difficulty level Isn't particularly high* 
and the continue game option allows far 
too much progression. Indeed, a reason- 
ably adept player should be able to go 
through all the levels in one sitting, which 
severely impairs lasting appeal- A year 
ago Star Goose would have undoubtedly 
been a hit, but compared with today's high 
standards it lacks the polish T play ability 
and challenge of many similarly priced 
games, 



PRICE: 

RELEASE DATE: 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£19.95 

September 

56% 
50% 

41% 



OVERALL 51% 






BARGAIN SOFTWARE: 

309 Goldhawk Road, London W12 8EZ 

Open 10 am to 8 pm 7 days a week k/V \a 



PRICE PROMISE 



If you wish to purchase any product from our hst and find that 
you can buy the same product cheaper from another mail 
order company, simply enclose l he lower amount, stating the 
name ot the other company and where you saw the advert. (It 
must be a current issue}- Price Promise does not apply to other 
companies 1 "" Special Offers' 1 . 



is moor CAMP) 
utiu of Mmur 

UARQH 

ACE II 

UVUCED ART STUDIO 

ALIEN SYNDROME 

ALTERNATE WORLD GAMES 

AHKAHDID 

ARHANOID II REVENGE QF DOH 

ARMY MOVES 

BACKLASH 

IAD CATS 

BALANCE Of POWER 

MRUR1AH {The Ultimate Wimw) 

BARIAtyAH ll [Pjfcce} 

B ARB AMAH (Npj lifts r>| 



ST 
RRP DUR 

PRICE 
19.99 13.95 



AMIGA 

RRP DUR 
PRICE 

19 95 13.95 



19.95 
19.99 
19 95 
24 95 
1995 
19.95 
14 95 
19.99 
19 95 
19 95 
19 95 
29.95 
14.99 
19,95 
M-95 



16.50 
13.99 
1199 
1695 
13.99 
16.99 
1045 
13,95 
13.99 
13.99 
1699 
2D.99 

IMI 

13» 

lb !l!i 



24.99 
19.99 
N A 
N A 
19.95 
24.99 
19.95 
24.95 
24.95 
19.95 
2499 
29. 99 
19.% 
19.% 
24-W 



21.99 
13-99 
NA 
NA 
13-99- 
21.99 
13.99 
1E.95 
16.95 
13.99 
21-99 
20.99 
13-99 
13-99 
16.95 



BARGAIN BUYS 
4 COMPUTER HITS FOR YOUfl ST OB AMIGA OMLV £14 99! 

HACKER II * BRATACCAS 
DEEP SPACE 4 LIT COM* PEOPLE 



BETTER DEAD THAN AUEH 
BEYOND THE ICE PALACE 
BEYOND ZORK 
9I0MIC COMMAUOS 

BUMD MOTHEH 
9LMD VALLEY 
BOH! JACK 
SORROWED TIME 
BRAVE STAR 
BUBBU BOBBIE 
BIKGY BOY ' 
aUUAIKIUCY 
CAPTAIN HMD 
CARRIER COMMAND 
COMBAT SCHOOL 



CRYSTAL CASHES 

DAUY-i OLYMPIC CHALLENGE 

DANK CASTLE 

DEFENDER QF THE CROWN 

DEFLECTOR 

DEJAYU 

DELUXE SCRABBLE 

DICK SPECIAL 

DUNGEON MASTER 

ECO 

EDDIE EDWARDS SKI 

ELITE 

EMPIRE STRIKES RACK 

EMLTN HUGHES INT SOCCER 

EHDURQ RACER 

EXTENSOR 

F15 STRIKE EAGLE 

FAST BASIC |Qi5C.| 

FAST BASIC |Rditi 

FERNANDEZ MUST DIE 

FIRE A FORGET 

FLIGHT SIMULATOR 

FOOTIALL MANAGER 

FOOTBALL MANAGER II 

FORMULA ONE 

FOUNDATIONS WASTE 

FRIGHT NIGHT 



19.99 
14.99 
24,99 
19.95 
19.95 
19.95 
19.95 
19.99 
24.99 
19.95 
19.95 
19.95 
34,99 
24.95 
24.95 
19.95 
24.95 
14.95 
14.95 
19 V, 
2*95 
2395 
19.99 
24.95 
19.96 
24.95 
24,. 99 

1195 
19.95 
24.96 
19.96 
19.96 
19.96 
9.95 
24.95 

B9.9U 

14 95 
M.^ 
14-15 
19.95 
1995 
2495 
19.95 



13 tt 
16.45 

15.95 
1E.99 
1B.99 
13.99 
13.99 
13.96 
B.99 
15.50 
13.99 
13.99 
14.99 
15.96 
15.96 
13.99 
15.95 
19.50 
1B.45 
13-95 
16,93 
20.99 
13.99 
15.95 
13.99 
15.95 
15.95 

13.99 
1399 
15.95 
13.99 
13.95 
13.99 
5. 56 
15.95 
32.20 
52.99 

It 95 

2?. 50 
IB. 45 
13,99 
13.95 
16.95 
13.99 



19.95 
19.99 
24.95 
24.99 
24.99 
24.99 
24.99 
?*W 

NA 
24.99 
19.95 
24.95 
34.99 
24.95 
24.95 
24.95 
24.95 
19.95 

HA 
34.95 
24.95 
29.99 

NA 
29.99 
24.99 

NA 
24.95 
24.95 
19.95 

NA 
19 95 
19.95 

NA 

9.95 

24.95 

NA 

HA 
24.95 
74.9* 
39.95 
1495 
1995 

HA 
24,95 
19 95 



13.99 
13.99 
15.95 
Z1.99 
21.99 
21.99 
21.99 
15.95 

HA 
21.99 
13.99 
15.95 
Z3.50 
15.95 
1595 
15.95 
16.35 
13.95 

NA 
16.95 
16,95 
20.99 

HA 
20.99 
16.99 

NA 
16.95 

i6. m 

13.99 

H-A 
13.99 
13 95 

NA 
6.95 
16.95 

NA 

WA 
16.99 
16.95 
Z7.M 
10.50 

HA 
16.90 
13.95 




GALBRAGONS DOMAIN 

EAME5 WINTER EDITION 

GARRISON 

GARY LIHEKERS HOT SHOT 

GARY LIHEKEft 5 SUPER SKILLS 

GAUNTLET | 1 .8 Ofllf \ 

GAUNTiFT II 

GEE BCE AKI RMLY 

GET DEXTER II 

UIMNOin 

GOLD RUMMER II 

GREAT GIAHA SISTERS 

GRYZUR 

BUILD OF THIEVES 

HIH5HP 

HAWKEYE 

MLTER S4CEL1B 

MNCIM.ES 

HEROES OF IHE UWCS 

HITCH INKERS 0UHE 

HOUVWMD POKER 

HQPMHfiMAO 

HDSTAUF 

HOTSHOT 

HURT FOR RED QCTOMR 

IK 

IKARI WARRIORS 

IMPACT 

IMPOSSIBLE MISSION II 

INSANITY RIGHT 

INTFHWmOHAI SOCCER 

JfT 

JEWELS OF DARKNESS 

JOE BLADE 

KARATE KIO II 

KH.D0ZAR 

KMG OF CHICAGO 

KWCS QWEST TRIPLE PACK 

UNGHTUIC 

KNKHTMARE 

LAS VEGAS 

LEADERIOARD BIRDIE 

LEATHER DDdDESS OF PHOBDS 

LEATHER NECK 

LEBURE SUIT LARRY 

LITTLE COMPUTER PEOPLE 

IIV1NG DAYLIGHTS 

MATH 3 

MERCENARY COMPENDIUM 

MIGHT HDttE 

MINDFIGHTFR 

MOOR MIST 

MUSK 5TU0I0 

NETHERWORLD 

MIGHT RAIDER 

NINJA 

NOMH STAR 

OELLITERATOR 

OUTRUN 

OVERLANDER 

PACLAHD 



ST 
MT OUR 
PACE 
19.95 .13 .95 



AMIGA 
RRP OUR 
PRICE 



19.95 
BUN 

19,95 
19 95 
24 99 

19.99 
19 95 
19.95 
14.95 
19.95 
19 99 
19.95 
24.95 
24.95 
19 95 
14.95 
19.95 
24.99 
29 99 
14.95 
1999 



T6.5Q 
21,49 
16.99 
1G.99 
9.99 
16.99 
13,99 
13.99 
10.50 
13,99 
16.99 
13.99 
16.95 
16.95 
16.50 
10.50 
16.50 
21.99 
20.99 
10.45 
13.99 



N A 

N A 
£195 
24.95 
24 95 

HA 

N A 
19.95 

NA 
19.95 
19.95 
24 99 
24.95 
24.95 
24.95 
24 99 

NA 
24.99 



NI 
NA 

71 99 

21.95 

21.95 

NA 

Wk 

13 95 
H 
13.99 
13.99 
21,99 
1E.95 
16 95 
16.95 
21,99 
NA 
21,99 



24.99 21,99 
2999 211.99 



19 95 13 95 
19 95 13 95 



24.95 
19.95 
14 M 
14 95 
19 99 
24.95 
19.95 
1995 
19.95 
9.9S 
24.95 
19.95 

zj'h 

19.95 
14.99 
9.95 
19 <M 
2999 



16.95 
13.95 
10.45 
10.45 
16.99 
16.95 
13.99 
9.99 
9.99 
6.95 
16 95 
13.95 
15.95 
17.45 
9.99 
ID. 45 
5.95 
15. 50 
20.99 



19.95 13.99 



19.1 

24.95 
19.95 
11.96 
7* « 

19,99 

29,99 



13.! 

9.99 
13.99 
13.99 

1E.05 

15.39 
15.95 

9 5fl 



PAWN 

PETER BEARDSLi Y MT FOOTBALL 

PHOENIX 

P1HK PANTHER 

PLATOON 

POOL OF RADIANCF 

PDWEflPLAY 

PREDATOR rf 



34,55 16.95 

19 99 16.50 

19.99 16-50 

995 6.95 

19 95 16.50 

24.95 16,95 
19-95 16,99 
19,99 13,99 
19 95 13-99 

19.96 13.99 

1195 13.99 

19 95 13-95 

19,99 9,50 

19.95 16-99 

19.95 13-99 

24.45 21.99 

19.95 13.99 

19.99 13.99 



14.95 
24.95 

HA 
1995 
24.95 

H 
19.95 
14.95 

NA 
24.95 
19.95 
19.35 
19.35 
9.95 
24.95 

NA 
24.95 
24.95 
19 95 

NA 
9.95 
74.99 
29.99 
19.99 

NA 
34 95 
19.95 
19.95 

24. H 

24.99 
24.95 
29,99 

^4*15 

24,99 

1999 

9.95 



16.46 
16.95 

NA 
13,95 
16.95 

NA 
13,99 
16.50 

N-A 
16.95 
13.95 
13.99 
13.99 
€ 95 
1695 

u 

20.99 

11.95 
HA 

€ 95 

71.99 

26.99 

1395 

NA 

9.99 
13 95 
13.95 

It 3& 

21.95 
16.95 
20.99 
23.50 
21 95 

Ib.bU 

595 



19.95 15 50 

24.95 16.95 
H A HA 

24.99 15.95 

19.96 13.95 



11.05 
19.95 
19.96 

N'A 
19-96 
24.96 
24.96 

19.95 



1)K 

i3.n 

13.15 

NA 

13.95 

16. 9S 
21.95 
13.96 



19.% 13.96 



PROJECT STEALTH FIGHTER 

QUADRALIEH 

QUANTUM PAINT 

QUICKS HOT II JOYSTICK 

RAMPAGE 

RETURN TO GENESIS 

RDADBLASTEHS 

H. Hi; THUNKH 

S.T.A.C. 

SCENERY DISK 7 OR II 

SCENERY DISK EUROPF 

SEHTINfL 

SHADDWEATE 

SIDE ARMS 

SIL£NT SERVICE 

SPACE HARRIER 

SPACE QUEST I Dfl II 



ST 
RHP DUR 
PRICE 
24 95 16.95 



19 99 
24,95 
9.95 
1499 
19 95 
19 95 
1995 



1399 
16-95 

s.sa 

10-45 
13.99 
16.99 
16.51 



AMIGA 

RRP OUR 

PRICE 

24 95 16 95 

24.95 16.95 



3IK 29.95 
Z4 95 16-95 



19,99 
19-95 
29.96 

999 
24,95 
19.95 
24.99 



13-fi 
12.511 
20-99 

5.99 

19-95 
139! 
1S.95 



NA 
9 95 

NA 
19.95 
24.99 
24.95 

NA 
24.95 
19.95 
19 95 
29-99 
9.99 
24.95 
2495 
24.99 



SPECIAL OFFER 

5 GAMES FOR YOUR ST FOR ONLY f 16.95! I 

E HO URO RACER I WIZBALL 

ItAmtAMAN ■ CRAZY CMS ■ RAMPAQ1 



SNTFIK4A 24,99 16.95 

STAR TREK 19 95 13,99 

STAR WAR 19 95 13 99 

5TAH&LIDEA I OR II 24 99 16 95 

STELLAR CftUSADI 34 99 29 50 

UK CRAZT FEATURING BOB D 19 95 1 3 .99 

STflEET FIBHTER 14 95 10.45 

STHIKI FORCE MAIMER 24 95 13.45 

9TMP POKER 19 95 13.99 

JTWP POKER II 14.95 IA.4S 

SUMMER OiVMPIAD 19.95 13.95 

SIPERUUKASm 49 99 34.95 

SUPER HANBOi 19 99 1395 

SiPEREPHHT 14 99 1045 

T-WRECKS 19 99 1650 

TT RACER II 24 95 16.95 

TANILLFWOnn 19.99 13.99 

TEMAHEX 19 95 13 W 

TERESTMAI EKOUNTEH 14.95 4.99 

TtRROftPOK Z4.95 16.95 

THREE STOOGES 24 99 16.95 

THRUST 9.95 6.99 

THUHDERCATS 19 95 13 99 

YIME A MAJIK Ifl.H 13.H 

TWR DEFORCE 19 99 16 Sfl 

IHIHMY 34.99 9.50 

TRIVIAL FUHSUI15 19 95 13.99 

ULTIMA III Z4 99 16,95 

UNJYfKSiTr MILITARY SIMULATOR 24.99 16.95 

VAMPIRES EMPIRE 19 95 13-99 

VFRH-HATOR 24.95 16.95 

VIRUS 19.99 13.99 

WANDERER 74.95 9-99 

WAR CAME CONSTRUCTION SET 24 95 21.51 

WARLOCKS QUEST 19-95 13.90 

WHERE TIME STOOD STILL 19-95 13.99 

WHIHIKIC 1* AS 11 « 

WINTER OLYMPIAD 19.95 13.99 

WUBALL 19-95 13-99 

WORLDS GREATEST E PYX 24.95 21.99 

XENON 19-95 13-99 

ZDRKI 29-99 9M 

ZDRK U 29.99 9.50 

ZDRK ID 29.99 9,511 

ZYNAPS 19.96 16 95 



24.95 

NA 

11.99 
24.99 
34.99 

19.95 
14.95 
24.95 
19.95 
14.95 
19.95 
NA 

N'A 

NA 

19.99 
24.95 

NA 

19.95 
NA 
24.95 
29.95 
9.95 
Z4.95 

1D.B5 

ION 
34.99 
19 95 
24.99 
24.95 
I M 
24 95 
19,95 

N ft 
?4 95 

NA 
24.95 
in. is 

19.K 

24.95 
HA 
19.95 
29.99 
29.99 
Z4.99 
24.95 



ARGAIN SOFTWARE ORDER FORM 

ease send me the following titles. BLOCK CAPITALS please! 

Type of computer 



su/osaa 



Total enclosed £ 



Amount 



Please make cheques or postal orders payable to BARGAIN SOFTWARE 
Prices include P & P within the U.K: Europe please add CO. 75 per tape: 

Elsewhere please add £1 .00 extra per tape 



N A 
520 

H-A 
12.95 
21,95 
21.95 

Nil 
16.95 
13.95 
13.95 
20.99 
6.95 
16.95 
1695 
16.95 



19.95 
NA 
13.95 
15 95 
29.9A 
13.95 
ID.H 
16.55 

u-te 

13« 

NA 
NA 
NA 

19,50 
16.95 

H "I* 
NA 
15 95 
20,99 
6 95 
16.95 
n '»Fi 
1E.50 
?3.5d 
13.95 
16-95 
16". 95 
U.95 
16.95 
U.95 
NA 
?1W 
NA 
16.95 
in w 

13,95 

1695 
NA 
11.95 
20.99 
20.99 
20,99 
21.50 






CHUBBY GRISTLE 

Grands Lam 

On the title screen, type BUUURRP 
(RETURN) to be greeted with a sam- 
pled belch {very tasteful) to indicate 
that the cheat mode is operative. Infi- 
nite C hubbies are now yours for the 
wasting, although it + s worth noting 
that the game still ends when you pick 
up the pipe, 

BETTER DEAD THAN 
ALIEN 

Elektra 

Steve Williams of County Durham has 
leapt to the aid of all anguished souls 
struggling to get onto the later levels 
of this Galaxlans clone + Mere's a com- 
plete set of codes for all the levels. 
Give that man a see-gar + 

LEVEL PASSWORD 

01 ELEKTRA 

02 SYZYGY 

03 DRAMBUIE 

04 PLUG 

05 SOPRANO 

OS MAYONNAISE 

07 FAUCET 

08 POTATO 

09 WOOMERA 

10 NARCISSUS 

11 NARCISSUS 

12 DEBUTANTE 

13 FIRKIN 

14 TRIPTYCH 

15 JABBERWOCKY 

16 WHIMSICAL 

17 CORNUCOPIA 

18 PUNJABI 

19 TIDDLY POM 

20 KEWPIE DOLL 
SEPULCHRE 
EUPHEMISM 

23 GRAMMARIAN 

24 CROSSWORD 

25 QUARANTINE 



It's all very well knowing which games are worthy of your undivided 
attention, but there comes a point when someone* somewhere needs 
to know more than just how well they play. So p If you happen to have 
stumbled across any useful cheat modes, general hints or listings which 
could bring relief to hands of frustrated games players, why not play the 
Good Samaritan and share your findings? Send them to TIPS, The One, 
Priority Court , 30-32 Fa rringdon Lane, LONDON EC1R 3 ALL And just to 
make it worth your while there's software up for grabs for the sender of 
the best tips we print each month* 
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ARKANOID: REVENGE 
OFDOH 

Imagine 

Peter Johnson managed to spare five 
minutes from converting this excellent 
sequel onto the Amiga to provide us 
with a useful cheat for the ST version. 
When you Lose all your lives and are 
returned to the title screen, hit the 
CAPS LOCK and type DALEY88 for a 
handy continue play feature. Now 
when you start a new game, you're 
returned to the screen on which you 
died, Repeat when necessary... 

Pete's also given us another cheat 
mode for Revenge Of Doh, which we 
won't tell you until the next issue. 

WIZBALL 

Ocean 

Amiga WLrball players can now finish 
the game with ease thanks to this 
three-level cheat from Rotor Johnson* 
the man responsible for its conversion. 
Pause the game during play and type 
RAINBOW. Unpause and press C to fill 
the current cauldron. To progress at an 
even faster rate* pause again, type 
RAINBOW again, unpause and press S 
to finish the current level* And even 
better stil], if you want to complete the 
game in a single keystroke, pause and 
type RAJ N BOW yet again before un- 
pausing. Now all you have to do is hit T 
to fill the current cauldron and comple- 
te the game, 

CARRIER COMMAND 

Ralnbtrd 

A life on the ocean waves. But it p s not 
all a seabed of roses, If youVe not yet 
managed to master the helm, here atrB 
a few tips to mske sure your Carrier 
stays shipshape and generally intact 
for more than five minutes... 

On reaching an enemy island, get as 
close as you can without grounding. 



and then turn the Carrier around by 
1 BO degrees so that you can hit 
installations using surface-to- 
surface missiles. 

Do not attempt to destroy the 
Marauders one by one as there can 
be up to 40 stationed in a silo 
(known as a Bat cave) at any one 
time. When a Marauder is launched, 
it Is fully refuelled, and armed with 
three seek-and-destroy missiles. 
Destroy the Batcave* and then dodge 
the remaining airborne Marauders 
until they have fired their quota of 
missiles. Then, either shoot the 
Marauders, or wait for them to run 
out of fuel and crash into the island. 
But remember that the Command 
Centre un trie inland will immediately 
start to rebuild anything that is 
destroyed. 

Marauders never leave the immedi- 
ate vicinity of the island, so if youVe 
out to destroy a Batcave, fly around 
the island k thus avoiding the 
Maruaders T until you are as close to 
the Batcave as possible, then fly in 
for the kilL 

Volcanic islands ana extremely rich in 
fuel resources, so make as many of 
the volcanic islands as possible into 
Resource Islands, 

Always have Virus bombs and 
ACCB^s on high priority h as they are 
quite demanding on resources when 
being manufactured. 

You can land your Manta's on enemy 
runways to refuel! However, make 
sure that you destroy all the missile 
launcher installations around the 
runway (aswell as the Batcave if the 
island has one), before attempting to 
land. 

Always have the Automatic Repair 
Systems set on high priority in the 
Damage Control screen. 



PLAYERS GUIDE 




David Braben's Virus Is unquestionably one ° f trie most 
innovative pieces of software ever produced. It's also 
one of the most difficult to learn, let alone master. 
Julian Rignall offers a cure of sorts,*. 



GETTING TO 
GRIPS... 

To play Virus you must 
&*t to know the feel of 
the controls intimately. 
This may sound esoter- 
Lc, so let me explain 
further. 

Virus has one of the 
most unusual and sub- 
tle control methods yet 
devised for a computer 
game. In the hands of a 
novice the hoverplane 
pitches and yaws in the 
most unyeilding and 
drunken manner, while 
a master can perform 
the most intricate and 
precise manoeuvres 

with the merest twitch 
of the mouse. By the 



wjy, forget the 

keyboard option — un- 
less you Ye an octopus 
with a brain In every 
tentacle F you'll find 
flying the plane with 
any degree of accuracy 
very difficult indeed. 

If you're new to the 
game k pick up the 
mouse and place St In 
the centre of Its running 



area — be It a mouse 
mat, table-top or what- 
ever. Make sure there 
are no objects nearby, 
and press fir* to start a 
game. From now on, 
the central position is a 
reference point where 
you can return the 
mouse to stabilise the 
hoverplane. 

Pressing thrust sends 





Prac* 
^ tke 

thrusting and 
learn to turn on 
a ha'penny, and 
that's half the 
battle won. 



the ship into the air. 
Become familiar with 
the gravity, and get to 
know exactly how 
much thrust you have 
to apply to keep the 

ahi[> ^irbo^^B, an-tff Ho- 

celerate enough to stop 



... AND ONTO 
HE MISSION 



ow you can thrust and manoeuvre with 
tiiit;, get out there and give *em what 
for... 



it impacting on the 
ground, Hemember^ fuel 
supplied are limited, id 
you want to keep air- 
borne using as little fuel 
as possible. 

Mow, pushing the 
mouse forward and 
thrusting sends the 



ho ver plane 



don't panic —just move 
the mouse back to cen- 



forward\ 



and the further forward 



With practice you'll 
discover that tilting the 



enough results in 
flight path parallel to 
the ground - which Is 
what you should aim 
for. An important point 
to remember is that the 



tive Indeed; and only 
the slightest mouse 
movement is required 
t the hoverplane 
pitching and rotating — 
so take it easy and get 
to know the feeL Also, 



of the pitch, and rota- 
tion is proportion.il to 
the amount the mouse 
moved; go too far 
from the central posi- 
tion and the plane ^J| 
tips over, If this j** 



ha opens H 



Once you've got the 
hang Of forward move- 
ment, try moving the 
mouse from side to side 



the way rotation 

works. Also, try pulling 
back and thrusting to 
stop on the 5 pot — an 
ideal technique for use 
in dogfights (more on 
that later). 

Although this may 
sound a little long- 
wjndeov it's essential to 

spond time mattering 
the controls- Once 

you're abie to fly the 



huverpiane 



precisely 



and without error, 
you're well on the way 
to becoming a Virus 
matter, ' ■*■*'. 
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The objective is to 
keep the landicape 
clear of the deadly red 
virus: a task which re- 
quires the player to in- 
tercept and destroy a 
variety of alien craft. 
The primary targets are 
virus spreaders, which 
come in two forms: 
Seeders and Bombers. 



common 



adversaries and travels 



red cargo, landing occa- 
sionally to discharge 



large volumes of the 
deadly seed. Since their 
flight paths are very 
simple, they're easily in- 
tercepted and des- 
troyed. Just fly close 
and strafe. If you miss, 
turn and strafe again. 
Try and spare the bul- 



wasted shot results In 
a point being removed 
from the score. Infected 
trees may be destroyed 
for extra points, 

although only go For 



parks fly as your craft engage* 
in head- to-head combat. Note 
parachutes bearing virus cannisten 






sionally to discharge them if you're an accu- 

Seeder caught in a typical pose - 
spreading its seed- Strafe it and put a 

stop to its mischief. 
















































SSSSa 


1****4* 

■'Pin; 










**™#M* - 


■*i 




**■!■■■■« 












H 


JJTT 



































Nlllji i '_ "— ■* — Mmib 



as**sr 



»r -M \--?- 



«*m*m 






•I*** ,*; * till:*: 






'"' '<-.*, 


"r-,.. 


: i 


, 


pi. 


, 


1 


■J*fJ 




•r 


- 


• 




pi j 




1 i 




;"-:r ssr-* 



p i'p'J*J*j 




H..;, 












itiiit- , 




" ' 


M 






■^■j 












rate shot r otherwise 
you'll waste many 
points trying to blast 



Bombers movp very 
quickly in a straight line 
dropping cannisters of 
virus by parachute, Pur- 
sue the craft at high 
altitude on the same 
flight path, and when 
both your and its blips 
are together on the 
radar screen* swoop 
down guns blazing and 
you should blast it 

— k well as 



chutes into the ban 
4dm). By the way, don't 
drop too rapidly, other- 
wise you may hit a pa' 
rachute. If you want to 
take the lazy option 
and use a homing, mis- 
sile, make sure you re- 
lease it when the hover 



is in front of the Bom- 
ber, otherwise the mis- 
sile may home in on a 
parachute. 

Destroying a Bomber 
. very tricky man- 
oeuvre to accomplish 
successfully, but it's vi- 



nique p as Bombers are 
the most rapid de 
ptoyers of the virus, 
and consequently are 
primary targets, 

There are six attack 



ous of which is the Dro- 
ne. This red and brown 



plane and attempts to 
destroy it. Its real aim 
in life is to shoot an 
infected tree and mu- 



tate into a red and pur- 
ple Mutant, which is a 



sion of a Drone, It then 
chases the hoverplane 
with renewed vigour 
and lest, 



with these is fly to their 
location, and when 
youYe close, stop on 
the spot and hover by 
repeatedly tapping the 
thrust button. Wait for 
the Drone or Mutant to 
come to you, and when 
it flies by, rotate and 
fire, spraying bullets Sn- 



ce to do this, but it's 
great way of getting rid 



on t waste 
Mr'your mis- 
sies - especially on some- 
thing as relatively harm- 
less as a Seeder, There's 
always something nastier 
around the corner. 






of pursuing craft before 
they sneak up and blow 
the hove rp lane out of 
the skies before you 
know what's happen- 



Is the Fighter, although 
the red and orange 
*-r and has 
better firepower. Use 
the hover and blast 
method, - 



p fM by - two shots 



It, and you can't afford 
to let it by. as it'll turn 
and attack straight 



hat colour- 
ful shower 
of pbcel* was a fighter a 
split-second ago. You 
wont get a second 
chance, so make every 
shot count. H\% "em hard 
and fast - otherwise, you 
could be providing the 
fireworks. 





Seeders seem ti 



comer - and more often 
than not, they're 
polluting tile land. 

Pont watte shots 

on con t am in m 
ed trees unless 
v our Ye con- 

m fkienr of hit- . 

ting ihem 
Tir^t 



We have lift off? The 
Starting point o! 
every Virus mission... 






.on*t wast» time admiring the scenery - 
'or shooting it for that matter. Keep a 

beady eye on die radar and use the sound effects as a 

form of short-range warning. 

Make sure that when 




Pests are purple and 
yellow horrors that 
home in on the hover- 
plane — they don't fire T 
but are fast and man- 
oeuvrabfe enough to 
constitute a Consider- 
able health risk. Use the 
Drone and Mutant tech- 
nique, but thrust up' 
wards as it comes clo- 
se, so If it does get past 
your Are, It'll fly under 
you. 

Th* mo»+ deadly of all 
adversaries ts the 
Attractor, which looks 
similar to a Seeder, but 
is red and white, It tra- 
vels the landscape and 
shoots bolts of light- 
ning at the scenery. 

When the hoverplane 
draws close it shoots 
out a tractor beam 
which saps Kiel and 
sends the plane plum- 
matting earthwards. 
The best way to deal 
with one Is to track It at 
very high altitude and 
dive down onto it 
almost vertically, filing 
rapidly. If it shoots out 
a tractor beam, thrust 
away as quickly as pos- 
sible, twisting and 
rotating as you go. 
although in most cases 
the powerful beam 
smashes the plane Into 
the ground! 



you dive on the Attrac- 
tor you're lined up and 
are sure that you're 
going to hit It — or at 
least have a chance of 
hitting It! You could al- 
ways launch a couple of 
homing missiles just to 
make sure.,. 

There's also a 'lethal 
mystery spacecraft' 

which as yet is undisco- 
vered — If you find It. 
write into The One and 
tell us what it looks 
like T where it was lo- 
cated and how you 
dealt with it. 

Finally, wdtch the de- 
mo mode. It's self- 



teaching tit leams from 
its mistakes ) and if you 
leave it running for a 
couple of hours, you can 
see how a real expert 



would play! However, 
the most enjoyable way 
of learning to play Is 
working It out for your- 
self. 



■rack At- 

JB aaW I tractors at 
high altitude, and don't 
let them get on your tail, 
otherwise you could end 
up engaged in a deadly 
tug o T war, as above. 




_ 



Factor/ islands and the Base Island 
produce limited quantities of re- 
sources. 

Regularly move the Stockpile island, 
so that it Is always within range of 
the group of islands that you are 
currently mounting your campaign 
against. 

Place defence islands of key posi- 
tions in the island network, so that it 
is more difficult for the enemy carrier 
to break the network chain. 

Always repair Mantes and Walruses 
as soon as they return to the Carrier. 

Only refuel Mantas and Walruses 
with as much fuel as will be required 
for each sortie. That way, if they are 
destroyed, you will not waste fuel. 

To move more quickly between is- 
lands* dock all drones* and do not 
leave a Manta on the flight deck* a? 
this slows the Carrier's maximum 
speed. 

When you send your Carrier to 

another Island, don't forget to recall 

■- f 

all Walruses and Mantas to the Car- 
rier (unless they're In range of a 
Manta with a Comrns Pod). 

When travelling between is Lands, 
use the available time to redesignate 
the settings in the Set Priorities 
screen. 

Always keep your Mantas and Wal- 
ruses fully armed, even when in the 
Hangar, as you will be able to fit 
more supplies in the Carrier's Stores. 

Make use of the head- up Radar facil- 
ity available on Mantas and Walru- 
ses, You will be able to spot incom- 
ing enemy missiles more co^ily. 

On reaching an enemy island, Im- 
mediately launch a full complement 
of defence drones. 

Before you reach an enemy island, 
send out a Manta as a reconnaiss- 
ance scout, and make a note of the 
positions of installations on the is- 
land. 

Zoom in on the bottom right-hand 
corner of the map to maximum mag- 
nification.., 

DUNGEON MASTER 

FT L/M i rro r soft 

Richard Corns of Kingswinford p Swin- 
don has some handy hints which 



should help you complete this excellent 

game. 

In dungeon eight (the one with the 
rats) there's a message which says 
+ When is rock not rock". To the left of 
this message you can walk through 
the wall to get to a passage which has 
an invisible teleporter. Locate the con- 
cealed entrance by walking down the 
wall and throwing objects. When an 
item disappears, you've found'trie entr- 
ance. Walk sideways and turn about. A 
giant rat appears but it can be dis- 
patched using full-power fireballs. 

Later on tn the dungeon there's a 
concealed button. Find and press it to 
activate a Storm Ring which shoots 
lightning. At the end of the dungeon 
there's a Ra. Don't leave without it. 

Jn dungeon ten there's a corridor 
which goes round In a circle* To get 
past it walk around throwing objects 
at the wall. When an object disappears, 
turn around and walk back the way 
you came and you find yourself in a 
different location. Keep doing this to 
find your way out. When youVe found 
a way out, back around carefully to 
find a door + Open it to find a sword 
called The Fury which can shoot fire- 
balls. 

Near the steps which lead down 

from this dungeon there's a door — it's 
vital that you enter it. On the wall 
there's an eye. Take an object and click 
it on the eye to open a secret passage- 
way, Enter and you're transported to 
the Ruby Key. This must be used. In the 
Tomb of the Firestaff. 

In dungeon eleven there's a Ra Key 
and the Master Key which is used to 
open the FIrestaff door. Be careful 
here, as the dungeon is full of knights 
in chain mail which are very difficult to 
destroy. 

When youVe got both keys, go 
downstairs. There's a Wizard here, but 
don't pursue him as he's far too power- 
ful to beat at the moment Don't open 
the skeleton hole her^— if you opened 
one on Level seven h you ge?t trans 
ported all the way back there. 

Go to the Firestaff - you should be 
able to open all the doors with the 
Ruby Key — and open the door that 
says 'Enter With Caution". Search 
around and you should be able to find a 

button. Go down the passage that 
appears and carefully check the left 
hand side. There's another button 



there; press it and go back to the first 
button, and nearby you should discov- 
er a door. Open it and enter. On one of 
the walls there's an altar with ash on 
it p beneath which is a key. There's also 
a button located in the room; press it 
to get a Ra key and scrolls which tell 
you about the staff. Four doors can be 
opened with the ashkey, and behind 
each one is a magical item. 

Use the Ra key found in the altar 
room to open the door with the star- 
shaped keyhoie- Explore behind the 
door to find the Firestaff (it's behind 
the black door which is opened with 
the Master keyX 

<3o back to the level with the Wteard 
to find youself in the dragon room. 
Under a pile of ash is a key. Pick it up, 
but be careful because if the dragon 
breathes fire, the entire party will be 
instantly frazzled. 

Behind the door in the dragon room 
is a power gem. To free it from the 
spell use ZO + KATH + RA + 
XXXXXXXXXXXX. This produces a 
crystal with which you c&r\ touch the 

gem. 

Go up the stairs to the room with the 
Wizard. Be extremely cautious here, as 
the room is packed with demons, and 
there's fire everywhere. Destroy ail the 
demons and then face the Wizard him- 
self. Surround him with flux-cages, and 
when you're sure that he's COMPLE- 
TELY surrounded, invoke a fuse t stand 
right n&xt to him and use the fuse. If 
you surrounded him correctly t he dies 
and the quest is over. 

GAUNTLET II 

US Gold 

The easiest way of accessing the sec- 
ret room is by collecting super shots* 
Don't pick them up until youVe comple- 
tely cleared a dungeon, then retrace 
your steps, pick up the super shots and 
go to the ex^: — without pressing the 
fire button. Keep this up to enter the 
room. 
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Top Quality 2nd Drives for the Amiga 
and Atari ST at low, low prices ~ 



n^ 



■IIH 



u 



• Offers full compatibility with all Atari 
models, Amiga 500 and Amiga 1000 

•Top quality Citizen drive mechanism 

• One megabyte unformatted capacity 

• External plug In PSU (Atari SD 

• Throughport (Amiga) 
•Very quiet 

• Slimline design 

• Colour matched to computer 

• Long cable for location 
either side of computer 

• Full 12 months guarantee 



Don) forge/ -oil prices shown 
include VAT and delivery 



!/!/■ 



IVi 



£89.95 

including VAT and delivery 



AATARI 



* 520STFM SUMMER PACK! 

includes STFM with 1MEQ drive, 22 
gomes (retail value £413 94) & Joystick. 

20 S TU iMEQ memory upgrade kit t?n *V' * 349.00 

520 STFM with 1MEG intemaFdnVa fitted .ZZ'ZZZZZ^ " £279 M 

1U40 t> \ r- special clearance offer ■ snap up a reaJ barganl „,««„ £349 00 

1040 STF ptfer as above, includes mono monitor „ []]"" r £44900 

1040 STFM latest model, includes TV modulator .._,,,„,,, «*>.„™*.3"!!"""" £419*00 

1040 STFM as above, with mono monitor ■„..■«... J". ""' '""' C£2d OO 

Mega ST2 wilh mono monitor mnm rrmBiim c&49 GO 

Mega ST4 *i|h mono monitor M *" pinoann 

Atari SI M&04 laser printer, great value at . ',. ' £1 noq no 

Atari SM124^5 monJ monitor ...„ „ """ "" E iS<a « 

Atari SH205 hard dish, new style ZZZZZZ^ZZ " S^l M 

Ata o,^SK ST£ &***** ° ff9r: "™iudss Meoa ST2 wJtti motw mortte ' 

„ 5 L il!?S* ,asof P rin <* r - Microsolt Write and VtP Prolessunal' ..... .„, £1699 00 

Alan DTP system - Includes Mega $T4, Mono Monitor, SLMS04 laser 

' r 1 ™!-?^! Pu f 5,lsner ' 20Mb nwg disk £ 90 da? on sHb maintenance".. £2499.00 

Philips CMBB33 colour monitor e/w ST lead ,., rp-ra on 

Philips CM&S52 as above, higher resolution "Z^Z^ZZZ £299 00 

(Extra flQ.OQ diat.uui.l un Phillips monHGfB IT bought wlm" an sfi 



prices include; mouse etc. PLUS 5 disks ol s ware including 

wordpro, utilities, graphics, game and demos, 
we can quote you for any combination ol hardware 







PHILIPS 



ll'IMMNIM; 



(MODEL 2201 B) 



High quality medium resolution 
colour TV/monitor now avail- 
able to suil the ST or Amiga. 

FftaUji-es. lull inl^a r*d rgmaln 

cgniroL Euroccnnvdor, Video/ 
Audio input and heacFphone 
output connectofs. 39 tuner 

I pro jots, Haemal aortal t&n- 
nector and e loop aerial- Sup- 

I plied wilh cafcfe (pleA&a stata 

| compunflf lypa wi™ ordering). 



SPECIAL 
OFFER . 

£199.00 

Include* VAT, 
coble and next 




CTOi^ 



/33 POWERFUL 
£)l] ATARI ST 

UTILITIES 



VERSION 3 NOW AVAILABLE 



All prices include VAT, delivery and cable 



Star LC10 replays tho NL 10, features 4 MLQ fonts, paper parkino 
front panel operation, PLUS 2 extra ribbons free of charoeTTI. „" £219 00 

Star LC10 7-coJour version of above printer, iric.2 ndra black ribbons £2E90Q 
S^ i:S5i"]S M*™ ^alum-packed budget 2* pin multifont printer.*... £339^00 

ISJ «S^?iSfL aJlpi l? iff -1 *! incJ ™" sh *** ,eodw + a « K ^ ribbone ..£499.00 
Star ND-1 D lSOWScps high Duality 10' cairiaga printer E349 OO 

Star NX-1 5 budget wide carnaoe printer ,, w _ £3£9 dq 

Star NB24 15 wide carr. version ol NTB24~10, Inc. cut ^heet toM^t £649 DO 

Star Laserprinter a high spedficajion laser, price Indudae 

pno year on-ajte maintenance (send lor print sarnpiesdemosl E17&5 00 

NEC P2200 budget 24pin t oreaJ value 16flfi6cosr..».. £319 00 

Panasonic KKP1 031 reliable budget 10" printer 1 20^4 cos Vi 7Qno 

CltUen 1£0D bodoei 10" dot-malnx, 120cps... _ CU4 An 

Citizen LSP1 00 budget T0% 1 5Q/30cp^ .ZT _"' " C16&00 



* SOFTWARE BACKUP with raw turbo nibbier 
The latest version now incorporates a faster and mow powerful 
backup utility including 40 parameter options to handle many 
mors programs. Utilises all available drives and memory. 

* ORGANISER ACCESSORY 
Extremely useful desktop based accessory, providing essential 
drsk management commands including FORMAT, RENAME, 
DELETE etc. # 

* EXTRA FORMAT 
to maximise usable space on your disks ■ provides over 15% 
additional user storage space per diskl 

* RAMDtSK and SET DATEmUE accessories. 

* UNDELETE 
to recover accidentally lost files, 

+ DISK ANALYSIS 

* DIRECTORY PRINTOUT 

* plus DISK SPEED CHECK, UNFQRMAT and morel 

V^rilw OOA Q^miuE*^ 00 usars - upgrade your^ 

v/i L^t.a 0)sectOf ST dbh l0f onJy ^js-i 



^— 



3.5" Disks 



10 Bulk packed DS/DD 3,5" disAs 

with labels, lully guaranteed ...E11.9E 

25 bufik disks as above *„,„ £27,95 

10 disks as above wi|h plastic case E1 3,95 

£5 disks as above, wrth 40 capacity 

tockabfe storage unit , , „ £34,95 

Verbatim DS/DD disks, top quality media 

with lifetime guarantee. Bok of 10 onhr .... £19 95i 

SKC MF2DD DSVDD 35* disks. Bax ol 1 .... £1 7 95 



How to order from 




VI 



Phone us with your 
ACCESS or VISA 
card details on : 

IT 0386-765500 



All prices Include VAT and delivery. Neat day deliwry £gi.M oxtra. 



[w] Stnd tktqu^ Postal Order 
^^ or AOCESSfYISA rarrf dtwils 



Govt, *duc & P\£ orders vtkumr 

Same day despatch whenever possible 

All eomIs subject to kVjilabiJity. ti£D.C 

0p ifcn l*> callers 6 dajs, 9J0-5JO 



Evesham Micros Ltd 

03 BPtlOGt STREET 

EVESHAM 
WORCS WR11 4SF 
© 0386-765500 

teJOM 333S&4 



Ats* af. 1761 Frr^^hr*; RiL, C'HUIrridR^ Dlmlllfliun BJ4 JHII T^l: Oil 4^K 4S*4 




out there, 
training 
to be a 
Cobra Force Com- 
mando. Attempt 
thrde training mis- 
sions, or design your 
own course to test 
yourself to the limit, 
but remember to do 
your best — every 
move is videoed from 
the Command Post. 
Infogrames* Action 
Ser-vice is much more 
than a Combat School 
clone. Graeme Kidd 
reports from the 
training camp. 



They don't take namby- 
pambies or wimps in Cob- 
ra Command, If you want 
to join you have really got 
to prove yourself. The 
sideways-scrolling assault courses on 
which you c&uld qualify as a member 
of the elite is viewed from the comfort 
of a high-tech, eight screen video con- 
sole at HQ. Your soldier makes his way 
through the gruelling terrain on the 
bottom four screens of the display 
while the CO shouts his orders from a 
screen at the top right. 

Course One is fairly straightforward. 
Scamper along, jumping over objects 
hidden in the grass, scaling walls, 
bounding over obstacles and shuffling 
through crawlways on your turn. But 
listen out for the CO's orders — if he 



demands press-ups you T d better get on 
your face and give him five pretty 
quick. Dive to the ground when ha callc 
out an air alert, or bullets from the sky 
will rip and ruin your designer camo* 
Then there's Rex T battle-dog extraordi- 
naire with teeth as sharp as razors — 
leap onto an overhead way and move 

Barky the d*g snaps at dive's 
ankles as he swings arm -over- 
arm a king the poles, dive's clocked up 2,1 If 
points so far**. 




ervice 




to 




forward hand-over- hand or Rex will 
ruin your trousers and trash your 
score. 

Scoring is quite 

straightforward — you 
collect points for mak- 
ing progress and even 
more points for suc- 
! cessftJlly achieving ob- 
jectives or tasks. Mistakes cost 
points, which are knocked off your 
running total, and to begin with it's 
difficult to hold on to any points at all. 
After an attempt at running one of the 
y aunt let s r you can use the command 
console to replay the video that was 
automatically filmed while you legged 
it down the track. Fast forward, pause 
and slow-motion modes allow your 
triumphs and tribulations to be exami- 
ned and analysed in detail. 

Construction screen, made up of numbered, 
vertical *e»ll»* into which scenery, objects and 
traps may be placed. The cell in the middle, 

above 'VUE 1 ii the 'current' cell 

on which you work. 




The second course on 
the training menu gets 
a bit risky — you have to 
start messing around 
with explosives. Mines 
I are hidden under tufts 
of grass, and a careful lookout has to 
be maintained to avoid being the star 
attraction of a pyrotechnic display. 
Grenades are scattered around the 
place as well, and to collect maximum 
points you have to pick them up and 
hurl them before they explode in your 
hand. Rex the dog is still out of his 
kennel, and some maniac has got be- 
hind a machine gun and thinks it's fun 
to rake the ground around you... 

And for afters, you get 
the ultimate test. 
Tough guys who have 
already passed their 
physical exams and 
l : Ah> joined the Cobra Com- 
mand are waiting to give rookies hell 
as they negotiate the obstacles, Some 
of these hard guys have machine guns, 
while others ^r^ unarmed and insist on 
engaging you in a punch-Up. By this 
stage. Rex has been getting hungry, 
the maniac with the machine gun more 
manic and the COs temper is wearing 
thtn. Only the real men get to survive 
the third combat course. 

Once youVe mastered the three - 
stage training, you can go on to de- 
velop an assault course Or two to your 




3 



own design. 

Entering the construction mode 
gives you total control over the place- 
ment of scenery, obsta- 
cles traps and hazards. 
Create a course and you 
can save it to disk for 
later use. Designer 
training comes of age... 
and you can torture your friends on 
fiendish training missions of your own 
design. 



^PBHIH The video console con- 
^L J cept, with the playback 
lL ^H facility, sets Action Ser- 

^M vice a few pegs above 

■Ml other Decathlon-inspired 

army training games. The action is 
compelling enough to test the mettle of 
any arcade-inspired would-be soldier, 
and the sound effects add to the 
atmosphere of sweat and effort. Blood 
lovers will be disappointed, however, 
as your soldier refuses to die or be 
dismembered no matter how tough the 
going gets, And even if you get thor- 
oughly expert at all three on -board 
missions, the construction kit is re- 
warding to use in its own right allow- 
ing hundreds and hundreds of infinitely 
varied courses to be created for your 
entertainment. Action Service is to 
assault course simulations as Maca- 
dam Bumper is to pinball games. Hours 
of fun,,. 
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PRICE: 

RELEASE DATE: 
GRAPHICS 

SOUND 
PLAY ABILITY 
VALUE 



£19.95 
September 
68% 
72% 
70% 
62% 



i i m i i 



OVERALL 69% 



O Development on the Am- 
iga and PC versions of 
Action Service Is now un- 
derway in France. IrvFo- 
grames in the UK hds a 
provisional release date of mid-Sept- 
ember for release across all formats, 
By then it wiU probably be the b I game 
on sale with the others following 
sometime in October. No news yet on 
any vrarmtinrn: in Q?*rr\a dasign or nlav 
Stay tuned ___ 
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Ai World Gam« 
A»*fi Syndrome 
Aaargh 
Al Director 
AfdKFOK 

Adv Cote Sel 
Army Moves- 
Ark-gnnd Hevertgfi 
Arfcanprf 
Bonioiwk 
Bjqov Boy 
fejbbic Bor^ift 
Bflflic CommgrtJO 
BefrnudB PrOj«l 
Beyond Ice Patera 
Backlash 
RMX Simulalor 
Black Lamp 
Barbarian Pai 
Barbarian 2 Pal 
Battleships 
Ballyhoo 
Borrowed Tims 
Hards Tak? 1 Of 2 
CprrupUOTi 
Cahlonia Garner 
Caplam Blood 
Carnsr Commar*; 
Churo? Grade 
Combai School 
Chuck Ysager Jtfl 
Chessmasler 2000 
Qaloy Thompson Be 
DatHJl 

Ock Special 
Ofltk Caille 
LliKjciS EMc 
DeisiKlar o* Crcwi 
Daja Vu 
Deluxe Video 
Deluxe Prirti 
Deluxe PrfltosiW 
Delude Paml 2 
DiZTy DrpdS 
Dungeon Master 
Pelu^ Music ConSei 
Eagles Nesl 

Elite 

Empr?|lnrierslaiv 

FmprE EMM BHCk 

E^hghlonment 

EkoIwi 
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ATARI 
ST 



AMIGA 
13.96 



IBM 
PC 



13.95 


- 


- 


13.95 


1195 


- 


14.95 


I&9S 


- 


32.50 


- 


- 


13.95 


1S96 


15.95 


- 


11.95 


1195 


13.95 


1G.9S 


- 


1395 


- 


- 


1399 


1995 


14.00 


13J95 


16.95 


- 


»j% 


16.95 


- 


13*5 


13.95 


- 


(3% 


16.95 


(395 


15.-99 


1i.95 


- 


13.» 


1&95 


- 


1MB 


ia*e 


- 


10.45 


ID 45 


- 


13.95 


1395 


- 


9.&S 


13-95 


- 


9 95 


13.95 


- 


13 95 


16.95 


- 


900 


- 


- 


9-00 


- 


1295 


1*95 


16.95 


1&00 


16.95 


16,95 


16.95 


- 


16.95 


1995 


16.95 


16.95 


- 


1G.95 


- 


- 


15.95 


1595 


- 


13.95 


- 


- 


_ 


- 


1496 


h.T, 


1695 


1B.DC- 


13.95 


1S.95 


- 


13 95 


- 


- 


14 95 


15.95 


- 


14.65 


16.50 


- 


19ft 


- 


- 


■a% 


19 95 


2&.50 


ttJfi 


19.95 


- 


- 


39.95 


- 


_ 


15.95 


- 


- 


79.95 


- 


- 


304H 


- 


13.95 


- 


- 


H.95 


15.95 


- 


- 


39 95 


- 


13.55 


13.95 


- 


15 95 


15.95 


- 


1745 


- 


17.45 


1745 


17.45 


17.45 


13U9S 


- 


- 


13.45 


15.95 


- 


15.95 


1S95 


- 


1745 


1&I6 





TRYBRIDGE SOFTWARE DISTRIBUTION 

Special Offer: £1.00 oft orders over E10.O0 
£2.00 off orders over £20. 00 
£3.00 off orders over £30.00 

For all orders received before Oct 10th 1088 
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AT4RI 
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IBM 
PC 


Ear? weaver Baseball 


- 


1650 


15.50 


Epyn Colleclion 


Z0.95 


- 


- 


5 Slar ST 


16.95 


- 


- 


Fantavisian 


- 


2995 


- 


Flqhl Sim 2 


26.95 


2695 


26-95 


Scenery Ctet 7 of 11 


15.95 


1595 


- 


Scenes Dec Europe 


15 95 


1595 


- 


Scenery DrfiC Japan 


15 95 


15-96 


- 


Faery Tale Ady 


- 


29.45 


- 


Ffioaaii Manager a 


13.95 


13.45 


- 


F15 Slrike Eaqfc 
Fleet St Pud. Edilor 


14.96 


- 


1b yb 


8&H 


- 


65.00 


Fenwi Forrrajla One 


- 


16.95 


- 


FoundaiiDns Waste 


16,95 


16 95 
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Flying Shark 


13 95 


- 


- 


tf aldFegor* Domain 


13 95 


- 
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GarliekS 


1335 


- 
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Ghganoid 


- 


1D.45 
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Qryzor 


I3 9& 


16.95 


- 


■Cunshp 


1695 


16=95 


21-95 


QJ Giana Sslars 


1355 


16.95 


- 


G Linker SmI-s 


1395 


- 


- 


Golden Pa1h 


tooo 


13.95 


- 


Gotdnjnnef 2 


1395 


13.95 


- 


Gjildaf Tmews 


1MB 


16.&5 


16.95 


Garrison 2 


16.95 


16.95 


- 


Hacker 


9.00 


- 


13.95 


HellEr Skelter 


10.45 


10.45 


- 


Heroes ol Lance 


1695 


16-95 


16.95 


HMchiker 


1B95 


19.95 


- 


Holshol 


MM 


13.95 


13.95 


Hollywood Hijinx 


*jM 


10.00 


- 


Hum lor Red Oclober 


IA9S 


16.95 


- 


Intercepler 


- 


16.96 


- 


Impact 


MG 


10 45 


- 


IkflFi Warner* 


10.95 


1695 


13=95 


impossible Mission 2 


13.95 


- 


1*95 


internaiiDndi Soccer 


13.95 


13-95 


- 


Jet 


- 


24.95 


2G.45 



TITLE 

Joe Blade 

jimcter 

Jewels of Darkness 

Kfiighlor 

Knslal 

Land of Legends 

L'Brard Birdie 

Luunge Lizard? 

Living Dgytighlg 

Leather Goddess 

Legend of ihe Sword 

Leathernecks 

Marble Madness 

Wars. Cop 

Mercenary Comp- -" 

Mickey Mouse , 

Mirdlighter 

Mciw Hike Madness 

Mu&c Con Sel 

1943 

Nebulus 

Htfttrw-:: 

Ngel Mansell 

NtghlFaider 

Ods 
Oops 

CMtrun 

Ctvedander 

flepgi Man Mn 

Peter Beardsley Soccer 

pfianlasm 

Pcwfirdrome 

Power Slruggle 

PlKiton Pant 

Planelamm 

Pod ol Radiance 

Pro Copy 

Platoon 

Predator 



ATM 


AUttJ 


ST 


AMIla^ 


7 45 


0.95 


M95 


15.95 


00 


13.95 


1096 


13.95 


J9.95 


- 


- 


16.95 


13.95 


16,95 


13.95 


- 


13.95 


- 


1B.95 


1&.9S 


16.95 


1695 


13.95 


1345 


16.95 


1395 


13.95 


1395 


17.45 


1&45 


13 95 


13.95 


17 45 


17.45 


1045 


10.45 


" c JbO 


- 


1395 


16.95 



13 95 
17 45 
13 95 
1395 
1355 
13.9S 
1-3 9& 
1045 
-13-95 
13.95 
1745 
1D.45 



16.95 
2996 
1356 
1396 



15.95 
13.95 

16.95 

mm 

16.95 

13.95 
13.95 
17.4& 
IQ.ib 
4^.95 
29.95 
IMG 

15.95 



IBM 

PC 

W.5D 
13.95 
13.95 



iej6 



1S.96 



10.45 



13.95 



17,45 



1695 



Please sand cnequ&P.D. tos. visa numoer ana &Kp*ry date to: 

Trybridge Ltd 

72 North Street, Romfond. Essex RM1 IDA 

to slale (he make and model of your oompiner wheii ordering. PJP IC- UK. Europe add £1 per tern, 
Eleourhait add E2 per item lor AIR MAIL T*lepN>ne gnfaf : 07D6 765271 
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|J^n Ch*)fifi 
Police Ouesi 
Parxftxa 
Pawn 

Quadralien 
Quantum-i Paini 
FtocKd Ranger 
Road B1aBtfi"5 
Rfliiing Thunder 
RocUfbrd 

Keii/n to GenasJs 
Reium ta Ailaimis 
Roadwars 
Sargon HI Chess 
5k.ychs5e 
Star H.jy 
Steallh Fighlw 
&T.O.S. 
Supflf Hangcn 
Spaco Ham'er 
&reel J qhi:er 
Strip Poker ? 
Summer OJ^npad 
Srier-x-: Hiiillr! 
Shad«?wqate 
STAdirCrealOf 

L-^'llUIL" 

Scrabble Oeluice 
Saenl Service 
Sladleet 
Slw Glider 
Si9ngJider2 
SlarT-ifik 
S.D.I. 
Star Wars. 



ATARI 
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16 95 
14 35 
13-95 
14.95 
13.95 
1395 
1745 
13 95 
1395 
1195 
1395 



1395 

13.95 
H.« 
13.95 
18.95 
13 95 



AMIGA 
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15.95 



17.45 
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13.95 


'4% 


U.95 
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- 
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1355 
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1395 


- 
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ia.« 


13.95 


16.% 


16.95 


16% 
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16.95 


1395 


13.95 
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16.95 
16.95 
15.95 
15.95 

19.95 
13 95 



Space Que$t II 


1455 


14.95 


Time Stood St.i 


1396 


- 


Traows 


- 


16.95 
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16.95 
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19.5A 
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13% 


- 
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16-95 


Time A Magi^ 


13,96 


13.95 


TT Racer 2 


1696 


- 


Unrv Milrtary Sim 


14.15 


16.95 


Urkkim 


13.15 


- 


Umnviled 


- 


16.95 


ViuS 


13.95 


13 95 


Vbmi 


13.95 


- 


Vroom 


13.95 


13.95 


Verrninalor 


14.9€ 


15.95 


Warlocks Qn&St 


lass 


- 


Whe-e Time Stood Shll 


13.95 
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IBM 

PC 

IB 15 
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5 
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14.95 



1695 
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16.95 
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1595 
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ACCESS CARD 
HOTLINE S 
0732 770SO8 




RRPCXJfi 

% Star LompiliHinn 24.05 14.90 

Action Service l £ J.4 r ; 11.90 

Arfcjnuid Revenge of Dah ,.19.95 11.90 

Af my Moves 19.95 11.W 

ftafhanan II ........14.99 9^50 

fteyondlrieke Palate 19.99 11.90 

ftirinic" Commandos ., ...19.99 1^15 
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PROBABLY THE CHEAPEST SOFTWARE PRICES IN THE UK, 
SPECIAL OFFERS TO THE ONE READERS - UP TO 40% OFF RRP 



ALL ORDERS SENT BY 

FIRST CLASS POST 

WITHIN 24 HOURS 

(subject to availability) 



RttPOLJK 
/4 ■ i . 14.90 



Kkr 1 NIK 
.19 .Vi 11.30 



;.24-« 14.» 



KRI 1 OUK 

TTireeSEuu^es -.- 29.99 17,» 

ThurtdiriAtS..... -24.9*! 14,8* 

Tracker...., W^H.W 

UhlrnalV „., 24-95 14.90 



Maupiti /4 4S 14.90 Where Time Stood Still-. . 

MidnvMoui* .....W.WISJS Whirligig ..» 19.^11,90 PcMilofRadiarKe M.W 19,15 (jninvited -M.W 17.90 

MorlvilleMannr... 24^14.90 Zynap* ». 19JW IMS Quadial^n 19 9S 11,90 ■ ■ 



Motni-hikf Madness. 



14 mh 9.50 



Bnmbjajck I'VW 11.90 NrihtrWnfld ...19,99 IS J5 



„24.95 H.M 
. ,14.95 14rM 

24.9S 14.90 
..19.9S 15.35 
.,19,95 11-lt 

J I 95 14 



Captai n Blood ........... .. . 

Carrier Command ....... 

Cnrruplion 

Cybemoid 

D.T. Olympii tballtflge 
Dunceonrvtastcr 

t'.Edwards Super Ski ...,.rt-« 11-90 

Hite 24-95 14.90 

I'mpi re Strikes &Kk., .„19,95 11-90 

Federation tree Trader* 19,99 15.3S 

Ternanded- MuSI i Ji e W .99 1 1 ,» 

Fire and FocRet 24.99 14.90 

FliiltStones.. 19 95 11.90 

Foolbal I Manager 2 1 9 .99 11J0 

Gnius. - 1^.95 11.90 

C . Ltneker^ Supersk «l K 1 ^.99 15.35 

Cames-vVinler FdiTioni 19.99 15.J5 

Caunlle^ 19.99 15,35 

C ui Id ol Thievei 24.95 14,99 

H.-IHtSLi-Iiim . MUS 9.fJJ 

Herwr^ *^f fri* Lance .24, 4 H 19.1 S 

Ltan Warriors , 14 99 9,50 

Imposvible Mission II 19.99 15.35 

Internal iurul Sck * im 19.95 11.90 

linxter. , 24.95 14.90 

Kennedy Approach 24.9G 14.90 

Leaderocj,i r J Hi rdie 19.99 15,35 

LfitthCfVKCfc 19-^ 11-90 

LefOfldol Sword 24.99 I4LW 

Lords of Cnnquesl 19.95 11-90 

MJhti^ I9.9S MM 



fil3 19-99 15-3S Road Blasters ....,., 24.99 19,15 

Ki,ik.-lh:.ii.-!.-i ^17,90 

N.ghrRairJer 19,99 1&3B WHWM I KKP OUR Senlinel -19.95 11-90 

Onlileratflr .24,45 14-90 Army Mom 24.95 14.90 Space Harrier..,. 24.94 14.90 

Qjri A tr ,„„.,„.«„„„. 19.95 11.90 J ' Barbarianll 19.99 11.90 SlarCoose 



3.5' D5DD DISKS 

UNBRANDf [> 135 Ipi 

95p EACH. MIN 10 



Oopi! - 

i Jp*-i.ihrjn Wolf 

Outrun 

OveiUndei 

Pl.itnon 

HlimI of Radiance 

Qgadra lien . 



I'l "I'-, 11.90 
19.95 11,90 
.19.95 15,35 
-W.9*j n,w 
19.95 11-99 
24 99 19,15 
,19.95 11, 



Quantum Pain! .24.95 14.H 

ftaad Blaslers .19.99 15-35 

STAC 39.95 35.90 

Shadowgale ,...*..,..„.„.. ...24.99 14.90 

Space Harrier. .....19,99 11-i* 

SlerGon-ie 19.95 11.90 

SlarRay ,...19.9^ 11.90 



19.95 11. SO 

BugpY'Buv .....24.99 14.90 ^ a r Kay - .-24.915 14.90 

Captain Blnod..... 24.«K 14.90 Sftsritdfrf II 24,95 M.VL 

Cut lift Command 24.9S 14.90 Slreet F iahler .24.9^ 19.1S 

Corrupiirvn .... 24.9? 14.90 Summer Olympiad .19,95 II-90 

Cyhemoid 19.99 1S.K Tanetewood 19.95 11-li 

D.T. O I ympic Challenge . . .24.9S 14.90 TheKristal -29.99 17,W 

E.Edwiror Super Sfcl.Z; 19.99 11.90 

Empire Strikes Back ., .19. 95 1 1 . 90 f fiff Cover Up token wrrfi every £? fWP> wnrth of jpftwro {while offer &sls) 

Federation Free Traders 19.99 15.35,1 — - — 1* -— - 

riinlslonf* ... -.19-95 11.90 Namp 

Fuutball Man-a^er 2 19.99 1 1 .90 ' 



V*-i tcjihjll 14,99 9-59 

Virus 14.9 : . H.fW 

Vroom ..„....„, 19,95 11,90 

W«i!io>r«T -24.99 14,90 

Whirii K i B .„, ...........19.95 11,90 

/vii H i|Ns 19,99 15,35 

1941 „„ 24,99 19,15 



Caimes- Winter Edition 24.99 19.15 

CiBanoid 14.95 9.50 

MdltrSkeHer .....14.95 9.50 



Address 



SiarElide'f^ ....,...! .-'-I.'fii 14-90 Heroesollhe Lance 24.9919,15 

.-. &. ^. i. _ jam jm «v n.^.-.kx.'^--;^- qj eta u nil 



Street Fighter,,. 19.99 15.3S 

Summer Ulympkad ...........19.95 11.90 

Super Hang On 19. W 11-90 

Telris 19.95 11.90 

Th^ trtftaJ 29.W 17,90 

Three Stooges „ J4.99 14.90 

Th undercats ,19-99 MM 

Time and MaRit.... ,..,...., ...19-95 11,90 

Uninvited ...24.99 14.90 

Vfrt C> rb> a ll ...14 <H S.-1Q 

Virus ...19.95 11.90 

VrOOrti - 19.95 11.90 

Wanderer 19.99 11.90 



Itari Warrior ,.,.,.,..,.34 49 U.M I 

I .■ 1 1 1' 1 1 1 alioiidl SotLtr ,19,95 1 1 ,9B ' 

Leadorboard Birdie .24.49 19,15 ■ 

Leathernerfc ...19.95 11.10 

I L'Kend of the SwOfd 24,95 14.W [ 

Mortville Wanor., .....24.95 14,90 

MotortwJ(e Madness. , ,14.99 9-i* ( 

Netherworld ......19.99 15 J5 fc 

OblitcraBuT 24.94 14.90. 

i >r»[T .Hii in Wol f 34. 45 14. it | 

Oulrun 14.99 19.15 ■ 

OvbrUrlder 2A.^\ 14.M 

Ftio(onP*int rVL'^j 44.99 



Payment (tick) 
Card No 



G f'O D Cheque D Access 



Micro 



Signalurc_ 



T&QHJer send the form with payment payabfo to Best Byte' or phone Access hotline 0732 7705f^ 

Overseas order add £1-50 per item, outside turope DM per stem- Mail order only 

BEST BYTE {DEPT ONE10), 2 QUARRY GARDENS, TONBRIDGE, KENT TN9 2SG 
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ONFoei 



[OIAL 



AMOUNT 





z 
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MAIL ORDER 



Tiile 
tefgfl 

Adventure Con a[iu*.iKni Kit 
"■■■- | ,i . 

A | ir.il:. i;| IliiiliH' 

Ajcutrn Classics 

Arkun-nrnJ 
Armaoftddon Man 
Artie Fok 
Eac^gammon 
BadcaJ 
Halancool Power 

nflrharia-n 

Bards Talel 

BardsTalell 

Bermuda Project 

Baiter [>i-he1 Thiin Ali#in 

Briyynrt |hg Ice P-alaca 

Brayond Zorfc 

Block Lamp 

Black Jack Acjufafny 

fiubfal* Bobble 

Buygryt>ny 

C h*j mpionsh ip Golf 

Chess Art of 

Ches&maeterSuXJO 

Chubby Grialla 

City D*-ftfrn.:i* 

Cum pule* Hits 

Corruption 

Cr«* 

Craps Acad fifliy 

Cratih ( liar r-MI 

DarkCusile 

Dplfl-nder of Kr*e Crown. 

PepaVu 

Division One 

Ebonster 

Eoo 

Ell 

Emerald Mine 

E nPiflhfcanm.artt | Dru id II I 

Faery Tu Ik Artvontu re 

hftrijin hHirrrnjla Qr*B 

Firo and Forget 

Firablesler 

F |ig hi SrmulairtF 

FoorballFEhMunp^ 

P~ •: j l :• E t :• ; a 1 1 Manager |l 

Formula 6r*a Grand Prix 

Furtno-ss Underground 

Frn-siby^le 

Garrison N § 

Gae Bee An- Rally 

Gattyabarg 



SSPOurKiiCB 



1 1939 

i a oe 

f14,96 

C24.&5 
£19.99 

t26.oe 

II 9.99 
C29.M 

i VMl'l 

I /'i i-i 
E24.99 
F?4 99 
r?499 
£24,99 

£24.99 

£1M1 

£18.99 
H'JUU 
£24.99 
£34.99 
£24 99 
F?4 99 
I 19 5S 
£14.99 
f29.99 
f?4.99 

i 24.au 

£24.99 
124.99 
£29.99 
£29 99 
£1999 
E34J88 
£24.99 
il4.99 
T1999 
I 19 J« 
£43.99 
1 24.99 
£24.99 

[39.95 
I 2-1 'J'J 
£19.99 
I M :J!J 
£14,99 
F1499 
€24.99 
£19.99 
£29.99 



i H'N 

£26 M 

El 6.50 
£13.50 
£17.00 
£14.50 

f?u-,e 

£16.00 
£19 50 
£10.50 

n?hu 

E17.M 
E16W 
£13 50 
E16.5fl 
£16 54 
f!3M 
f13.50 
£13.50 
£16.50 
£27.75 
£1*50 
t17.ll 
£?J bO 
£10.25 
£19.50 

fie» 
£13 n 

1 15.50 
£15.50 
£15.50 

Maf.o 

C19.50 
£13.50 

£16.50 
£16.50 
E10 25 
f13 W 
£13 W 
£32 5D 
£17.50 
£16.50 
£7.00 
£75 50 
£16.50 
£13.50 
£10.25 
£10 25 
£10 25 
£19.50 

* U'.M 
£22 M 



AMIGA SPECIALISTS 

Unit 7, Wiihwsea Farm, Spout Lone North, 

Stanwetf Moor, Staines, Aiiddx TW1 9 6BW 

Telephone: (0753) 682988 



In In 

Giflflnnud 
GD-JclenPaili 

Grid Start 

Guilds of Thieves 

HrtchrkifcefaGuidaiti Galaxy 

I kan Warriors 

lmp#g| 

Indoor Sportl 

Interceplor 

Indion 

Jet 

Jinx 

Jinnt6r 

Jm Blade 

Kampfflruppe 

Karting Grand Pfi« 

Kifcstartil 

K.iiKjr|uasi 

Lgilhernecfc 

Laalherneclc 4 Player Adapter 

Marble Madness 

Mean IB Golf 

Mur^rutry Co m pend ium 

Mind FighJer 

Mission Elevator 

Moon Mist 

Mortville Manor 

Obi iterator 

Qlriallo 

Pandora 

Passengers on the Wind 

Pawn 

Phalanx It 

KhajiEysi+s Jl I 

Pm ha II Wizard 

Pmfc Panther 

PlundadHeerta 

Pluto* 

Pool 

-*i.i i-. hi i: 1 1 

Power Slruggta 

Prelector 

Red October 

flMurriluAlLmEi!; 

Flacklurri 



SSPOurPn™ 
£14.95 £10.25 



£19.99 

£9.99 
£24 99 
f?9 99 
f?4 99 
t 1-1 Li'j 
E24.S9 
£24.99 
£19.99 
£39.99 
F?4.99 
£24.99 

£9 .99 
£29.99 

F9 99 

F9.99 
£24.99 
I 1-J'J'J 

£5.95 
£19.99 
£24.99 
i -M U'J 
£24.99 
£ 19.99 
£29.99 
F24.99 
C24JH 

£999 
£19.99 
£24.99 
f?4.99 
£14.99 
i ^.'J'J 

£9.99 
£19.99 
129.99 
f 14.99 

£9 99 
£39 99 
El 4.99 

£9-99 
F74.99 
I V* 19 
£19.99 



Romaniic Encounters in the Ooma 

f?4 99 
SDI £29.99 

Scenery Dime 7 £24.99 



£13.50 
£7.00 
£10,50 
f19 50 
f16.50 
£10.25 
£16.50 
£17.50 
£13.50 
£26.50 
£19.50 
£10.50 
£7.00 
£22.50 
f7M 
£7 00 
£1E50 
£13.50 
£4.50 
£14.50 
f 1 ^50 
£16.50 
£16.50 
£13.50 
£19.50 
£1050 
£10.50 

» 'UN 

£13.50 
£16 50 
£16 50 
iiii.- 1 . 
£19.50 

£7 00 
£13.50 
£13.50 
£10.29 

£7.00 
£25.50 
£10.25 

£7.00 
£16.50 
£17.50 
£13.50 

£1550 

f 19 50 

iih',n 






Title 

Scenery Di*c 1 1 

Scflr**ry D»k Europe 

Scenery Di sc J apan 

Scrabble 

Seminal 

Seven Cities of Gala 

Sh-tjrlocfc 

Sidewinder 

Sinbed end 1Kb Tbrona of 

Soccer Supremo 
Sp»L:^ I -urf 
Space Quesl 
SpaceStation 
Starf leet I 
Stallei ConfliLi 
Stir i i if r m 
SfrH:k Pbil+irknl 
Street Fighter 
Strike Porce Harriec 

Slrip FolwHI 

Sub Battle Simulator 

Surgeon 

Swu<jper 

r«!lll|jlK4jl ALJShHI 

r?: i '.iii" ix 
T«trrnpfi4J;c 

The Jevwefcs n.r Da rkness 

TlhreeStoogea 

Tbundafcals 

Tin^afind Mitgir 

TimeBand^ls 

Tracers 

Uninvned 

Vampire Empir* 

VKi-tLJrliiill 

Wanone 
Western Games 
rt'i i iIk i Olympiad 
Witn^s 
Wi7?ball 
World Darts 
World Games 
World Tout &oJl 
Xmon 



SSPOurPricfl 
£24.99 £T5 a 5fl 



£19.99 

£19.99 
£19.99 
£19.99 
£14.99 

£24.99 

£9 99 

Falcon 

£2999 

f1999 

£19.99 

1 29.99 

£9.99 

£24.99 

f?6,50 

£19.95 

tl l J'J'J 

£24.99 

("24.99 

£14.99 
£24.99 
£49.99 
£19.99 
£24.99 
£19.99 
r24.99 
£19.99 
£29.99 
£24.99 
£19,99 
£19.99 
C24.99 
£29,99 
I 19^9 
£24.99 
£24.99 
£9.99 
f1999 
£19.99 

i aw 

£24.99 
£14.99 
£34.99 

£24.99 

t TJ 'J' I 



£1350 
£13 50 
£13.50 

mw 

£10.25 

HI.'. i. 
E7O0 

£19 50 
£13 50 
£1350 
£19 50 
£7 00 
£17.50 
£19.50 
£13.50 
£13.50 
£1950 
£10.50 
£10-25 
£1S 50 
£31.50 
£13.50 
£19.50 
£13 50 
E15.50 

naso 

£19.50 
£16.50 
El 350 
£13.90 
£15.50 
£19.50 
£13 50 
£17 50 
£17.50 
£7 00 

'■ I 'M 

£1350 
£19.50 
£16 50 
£10 25 
£19 50 
£17.50 
£13.50 



SPFCtAl OFFFR WHtiF 
CUfiR£NT 3 T&CXS LUST 



If YOU CANT SEE fT ON TH£ tfST 
THEN FlTASf ASK 



*We also deal with Business S/W & H7W* 
AMIGA A 500 ONLY £350 inc VAT 8c Delivery 



Trrle 

Alien ouiKe 

F+ H-1 1 I H -K hi I p J ■ 

Li Ul k Gl \a J- jftfr 

HlaathriH 

fiorcowed Time 

Brainstorm 

Casino Rvijlefte 

Couoan'sRun 

DftRtroyfti- 

Diablo 

tSylt?u-NGi3-L 

Eirtensor 

Feud 

FlighlPemTa? 

FlinEstonas 

Foulnidii 

Galactic Invasion 

Cioklrunn^r 

Hollywood Pofcar 

Karate Kid II 

Kwasmnodti 

Lavi »ih in 

Math 3 

Moebius 

Ogre 

G Bail 

Roadwar* 

fl^jekey 

Rolling Thunder 

Seconds Qui 

Silicon Pmrns 

Slayflon 

Slarw#ya 

Slrange New World 

Tetris 

Thunder Boy 

WaU 

Hauk^r 

In sanity FMght 

Knight Ore 

Mindshadow 

Spallbraaker 

Tbm Times 

HFWRftFASES 
Carrier-Command 
Street Gang 
Return lo Genesis 
U-iorui: Cominandos 
Army Moves 
TTwxter 
Sky Chase 1 
CarrierCommsnd 
Slraal Gang 
H^iurnioGanasia 
fin 1 1 in: Commandos 
ArmyMovas 
Thertar 
StyCbasel 
Starray 

Leg end of The Sword 
Sky Fok II 
Quadralien 
Ice Hockey 
Double GhofeT 



ii- 



t£&°mt 

F24.99 £1550 



£9.99 

£24.99 

I "J !J!.i 



£5.50 

115 5u 

£5 50 



£19.99 £12.50 

£14.99 £9.50 

£24.99 £15.&g 

£19.99 £12.50 

£19 99 £13 50 

£9.99 £5 50 



£H.99 
£9 99 
£9.99 



£9 50 
£5 50 
ft Ml 



£19.9$ £12.50 
£24.99 £15.50 



£24.99 
124.95 



£15.50 
£15.50 



£19.99 £12 50 

£2499 £1550 

£9.99 E1.50 

£19.99 £12.50 

fig.99 E12.50 

f 24.99 £15 5* 

£24.99 £15.50 

£1999 £1250 

£19.99 £12.50 

F999 £550 

f 24,99 £15.50 

£19.99 £12.50 

£19.99 £12.50 

£19.99 £12 50 

£19.99 E13.W 

£1999 £13,50 

£1999 £13.50 

£1499 £9.50 

£14.99 £10.25 

£29.99 £12.00 

F?499 £12.50 

£24.99 £12.50 

£24.99 £12.00 

£29.99 £12.00 

£29.99 £12 00 

NOW M STOCK 

C2J.99 £15.50 

f 14.99 £10.25 

F1999 f1350 

£24.99 £19.50 

£24.99 £15.50 

£24.99 £15.50 

F1999 £13,50 

£74.99 El fl 50 

ft4,99 £10 25 

£19.99 £13 50 

£24.99 £19.50 

£24.99 £16 50 

£24.99 £16 50 

£19,99 £1350 

£24.99 £1650 

£24.99 £16.50 

£24.99 £17.50 

£24.99 £15.50 

£24.99 £15.50 

£24.99 £13.50 



WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS — — ^ 

TD1 1SW E3 C 



WORLDWIDE 



S O F T WA R E 



WORLDWIDE SOFTWARE 

49 STONEY STREET 
NOTTINGHAM 
NG1 1LX 



COMMODORE 
AMIGA SOFTWARE 



ATARI ST SOFTWAftE 



O 

0B 



4 
CO 
00 



iiwj flame of Midway 


irss 


4h4GffHftadna£rtg 


17 95 


Adv Dungwna & Dragana («pthg| 


*TM 


AJien Swndrome 
Arffiry Moves 


U25 
1125 


Ojirtuyfianll 


13 26 


I!.im1 . I in- 


12 95 


94rdsTaleil 


1095 


Bdnle Clie^s 


16.96 


rkillm Dflifid T Nin Al ipi 


1045 


Heyono me ice HaJece 


10.45 


B+oneCammanojo 


If. mi, 


gjankLnmp 


13.25 


Bomb Jock 


16.45 


BubWa BubUH 


13.26 


BuOTvBoy 
Ca/riei'Corrimand 


16.45 
16.45 


Ctwasirmslnr 3000 


16-96 


Cnyt*yGn6He 


16 45 


Comtoar School 


16.45 


Corruoilon 


16.45 
1645 


CtalVww 
DrNlftr 


16995 


16.45 


F m pine Suites flack 


13.25 


riityrilmi'iie-iiLJiuOlM 


13.25 


Faary TaJn AdvnnlLra 


2195 


Fnrnande; Mi*M frfl 


16.45 


Fi.ghiaimiilatorll 


31.95 


FuulbaiiMuiuigmll 
r-:iui>:l Jlinn:; W*i%1n- 


1325 


1644 


Future Tank 


1199 


GsmscnM 


17-96 


Oflfy LfiukHrS Hen 5^M 


14J5 


finomg II 


1325 


Gnome fteftw 

1 :'•.:. il : ii.il lil : ■• .h -1 ■. 


11.20 


T-lr, 


fijvtan Bnf fil- 


15 45 


Oryzcr 


16L45 


Hawhayv 
HnHarSkotlBf 


10.46 


1120 


Hotatiol 


13-26 


Ihari Warners 


16.45 


Inipt'aaibk. 1 Misoexi II 


17JS 


InlnrcnpHv 


18 95 


Inlernational Soccer 


13.25 


Jul 


l-HM!, 


LHOHOi 


13.26 


Laacterboard Colletlion Birdie 


17.35 



144.!ft;iHlrnlMrt*;iy 


14.35 


AdvCwgeon&l Draoong<each| 
Airborne MBnyir 


17.95 
IS4& 


AIiiki Syndrome 


13.25 


Ark^rxnd II Rev 01 DOH 


13.25 


Anny Movtts 


13.Z5 


Qrvthinrxi H 


1120 


Bards Tale 


19.95 


Befler D«ad Tfiun Mien 


vm 


Bkm-iic Cwmnandg 


1435 


aacfttamp 


1325 


BornbJacH 


1126 


L^jbbisbyjbtMH 


1125 


Buggy 6oy 


15 SS 


CuMuirnaGwrHis 


ir*6 


CnfAwifilnoO 


1045 


Carrier Command 


16,45 


Clws^nuK3sinr200O 


1095 


Cnubhy Cnerle 


13.25 


Comjplion 


16.45 


Oaiey Thom&on Oyn^eChaN 


1326 


DeLuwSciatibie 


13.25 


Deimderol twCrowi 


Uesolalor 


14.35 


PunojHMMlHlir 


16.45 


Elementii 


13.25 


EMa 


1644 


rTrnpiT Srnk^^Back 


1325 


PisSrnHeEag** 


10.46 


Femande.fMuatDiF 


1*45 


FhghlSimUatcKil 


28 95 


Fri^haiiMariacjerll 
1- cund al 1 ens VVa abe 


1325 


1*46 


Qaldfiflana Darnain 


1435 


Qdllltdh W il^r 1 1 Mill Mi 


W.93 


Oary UneKer^SMpersHJlls 


14.35 


OaryUnehersriucShai 


14.35 


QkUnfpHU 


14.35 


l Cae^^e<^ef2 


13.25 


GnU Gwia SiHbm-= 


14.35 



ATARI ST SOFTWARE 




GurtShip 


1046 


Hnwknyi-i 


I9J9 

11.20 


HfiHywcod Poknr r AdnHs onlyl 
HdWH) 


7.20 
13.26 
11.20 


IKaaWamorti 


|iii|x:m;iI> n Wi^sinr || 


14.35 


lrl4H-n;KK^i.i Sorrjii 


13.P& 


Jtf 


26.M 


"■ «.iv«|.*lJUdc-' 


16.45 


min 


\J?h 


Lafldftrbnard GaUacton Ebf dm 


14.SS 


Leamanwf* 


13?S 


legend oJ"lh*Swifd 


19.49 


l e*ur esu4 LajTy^AdurlsOnly^ 


1325 


Ln»e and Lti Dit? 


II, 4n 


MaraCnp? 


1325 


Maopiri Island 


132S 


MiLkev ^Ajust 


1446 


Mind fig hi nr 
bkaWbUener 


1645 
16.45 


P^okx&HeMadnesa 


1120 


MLCt^CunslruclkxiSisI 


1995 


N 1 y\ hi* ! rwrTj rtrt 


H35 


NkjelMarrt*ilGiuridPns 


1596 


Ntyhl Hicliin; 


14 35 


&da 


13.25 


Oops! 


13.S& 


QpflralnnWotf 


13 25 


Outnjn 


14.35 


Ovenander 


13.25 


Panddfa. 


13.&S 


Polnr Bflaidsley FocftbflJI 


13.25 


:j liilu;n 


13.25 


''UWBTdrOTTW 


Ihm-i 


QuudraJictn 


13ft 


OuaniumPairTl 


14.95 


HallyHun 


13.H 


RarunilD 'ion Diet 


14.3S 


FIcvtingAll 


725 



ATARI ST SOFTWARE 



Head Blasters 


1435 


Ructdwn 


13.25 


FtcHlina T hunder 


14.3* 


Skie winder 


16.45 
7,25 


S*flnlS*mce 


16.45 


^kyebasa 


13.25 


Span Ha mar 


13.25 


GpHfliro 40 


1645 


ST Atfv Creator 


26.55 


ST Five Star 


1645 


SiarlN* 


ias? 


S^iflrfWare 


1325 


C:.i - vi.-l 


less 


&!;iral«iorll 

&a/Hay 


1645 
1326 


5w Crajy 


1325 


Sbvn\ Fighlw 


14.35 


Sfriket-cfceHarner 


16.46 


5ubBanie5iinuarjcH» 


1795 


Suininof dymp^d 


13.25 


St|wr Hang On 


13.25 


Sijperalar toe Haetey 


17.B- 


Terr^fpods 


15.95 


TestDnve 


4 14.96 


ThimdeiTHItS 


1226 


iime and Mafi'k 


1325 


UlliruV 


1645 


LJn vm - r,a\ Milrlify ^rnuLntor 


1646 


Verrnin^tor 


1645 


Vffub 


1325 


Vtotxn 


13.26 


Wanderer 


■646 


tfh'.lilill-M :-||-.l U '-'[ 


17 as 


¥Wes1 twope Scenery EUs* 


15 99 


Wiwil T line Sfciud &li* 


13.25 


Wnrligig 
WorldDarta 


13.25 


11.29 


Zynapg 


14.35 



COMMODORE AMIGA 
SOFTWARE 



I flnll-rfliTiOCk 


M?!^ 


Legend ul iha 3*cfd 


16.45 


LuiiUJiaaLiil Larry I Adilts only) 


13.25 


iiveanoicrpKj 


16+& 


MarsCopa 


13.25 


MK-kny Mottsfl 


14 35 


Wryt.iilti Manor 


16 45 


Motor a K 0! M adneM 


11.20 


Mebuua 


17.35 


heUiarworid 


14.. to 


**q*\ Manullu (Wand PnN 


1S.» 


Ncjni Haider 


i: ■■ 


OOC^B" 


13.2G 


Ovenander 


16.45 


Pandcza 


13» 


Heler Be ardsiey Football 


13.25 


■■ .1 -i.i'.m 1 1 


17.95 


PrutonPunl 


ii!* !>■, 


Plflloon 


11 -1 ■ 


Fowerdrome 


15.45 


QuadialieTi 


II. 1 . 


Rally Run 


1325 


Hoadeiaaleia 


17 95 


RdcIuiI Riingnr 


21*6 


RMkfard 


13 25 


ROIHrtfl Thunder 


17.95 


a^rmCihasLiffinkt 


11 M 


Ghacknrvgala 


16 45 


flhyrhapa 


1325 


SpaLeHairmr 


1646 


bKh 


■H-h. 


Slafoliderii 

Sm-Hdv 

rklUtMlUlrtrMrilUlrlKM 


16 95 


16.45 


1733 


Rurnrnaf Dlymprrui 


1526 


buperstar Ice Hockey 


17.95 


Tangltwooa 


13,25 


f hundarcals 


1B.45 


Tirn^andUagik 


I.I^F, 


IMnmV 


21 95 


UnivqniBi MiMnry liinulntor 


I«i4!> 


Vannrialui 


w.** 


Virus 


13^5 


Warijertp 


ne+5 


WorkJTDurGoil 


13.25 


1H.9!) 


ZMnops 


14.3S 


mm* * + + + + + + * *■ * -4 * * 


1 0M3.fi" D&DD h qh qualrtv dish 


9.95 



********************* ******#* + *#****#******#***#****■■**##**#** 

* FAST DEU VEH¥ OM ALL STOCK ITEMe ft V 1 &T C LASS MAIL IN UK SPECIAL OVERSEAS SERVICE DT * 
, AIRMAIL WORLDWIDE * 
7 CRft^TCARO ORDERS ACCEPTED BY PHONE OR MAIL * 

MORTH, SCOTLAND «™T CARD ORDER TELEPHONE LINES SOUTH ^ OLANDa J 

* N IRELAND, OVERSEAS WALES I 

* 0896 57004(34 HOURS J W02 4«77S (24 HOORS) * 
******* A************************** ####^^ 

Plea&e make cheques or postal orders payable to 
WORLDWIDE SOFTWARE. 

All prices include pg?tage & packing in UK. Overseas ptaase add £1 50 per cass/disfc for AIR MAIL delivery. Credil card nrders accepted by phone or mail. 

Galashiels: (Dfl9G( 57004 [2A hours) NuUmgham: [0602 ) 400779 (24 hours) 

ADVERTISED PRICES ARC FOfl HAIL AND TELEPHONE ORDERS 










After al- 
most a 
year-long 
wait, Sega's classic 
coin-op has finally 
made its way onto 
the ST, courtesy of 
Electric Dreams. 

Gary Whitta dons his 
leathers and puts his 
joystick into gear... 




TKt9 high sp»»H +hrillpt *if 
motorcycle racing are 
something that ST owners 
have never had the chance 
to experience*** until now* 
Super Hang-On offers all the best ele- 
ments of Eqduro Racer and Out Run all 
rolled into one, plus much more be- 
sides. 

There's a choice of four courses to 
rata aver, each on Its own continent 
and of varying lencjrth and level of 
difficulty. Selecting a track takes you 
onto the music 
selection screen 
whtni you *r.»n 

choose from any 
of four tunes to 
Listen to while 
you race: a novel 
feature 



►< 



=<S 




mm 



94 



and one that was sadly omitted in the 
ST conversion of Out Run. The race 
begins at the starting line, and after a 
three second countdow n you're off. A 
stage is completed simply by reaching 
the checkpoint gate within the allo- 
cated time Limit. To show exactly how 
far you are from the next checkpoint* a 
course map is displayed at the top of 
the screen, and a white line snakes 
along slowly to show your progress. 
The bike's standard maximum speed 
is 280kmh p and when you reach this, 
the speedometer flashes red indicating 
that the Nitro Injector is ready for 
activation. Pressing and holding down 
the ft re button activates the nftro p 
boosting your speed to a. breath-taking 
324 kmh! However, at speeds as high 
as this, it can be difficult to keep the 
bike on the road, so it's necessary to 




w; 



Fith your speed approaching 
280kmh* prepare to hit the 
Nitro Injector button and scream down the 
track at a breath-taking 124km hE The exhilar- 
ating sense of speed' in this quite wonderful 
conversion of Super Hang-On is something 
that, sadly, these stills cannot possibly convey 




COTII3 FV-rTFR L!JturulL ECB3Hy^3lf[7g 



JUNIOR 
18 5TAGES 
8 STAGES 



T OR 

it STAGES 




exercise some restraint with tha nitro 
as you go round corners, Not doing so 
causes the bike to slide off the side of 
the road and crash into one of the 
roadside obstacles, wasting valuable 
time. Another threat to your success 
comes from the other bikers on the 
road. As you reach maximum speed, 
other bikes begin to get in the way; 
crashing into one of them isn't fatal 
but slows the bike right down, and so 
more time is lost. Reaching the che- 
quered flag in the face of all these 
obstacles is no mean feat + and doing so 
results Into any remaining time being 
transferred into points and added on 
to produce a final course score which 
can then be saved to disk. 



"he course selection screen where 
you determine your level of skill 
and lepgtn of race - from a brief six-stage 
beginner's burn- up through Africa to a gruell* 
ing 1 8-stage expert run across Europe. 




■■■■■■ Electric Dreams and ZZKJ 
W have done a marvel lous 

^l ^B job of converting Super 

P Hang -On. It's by far and 

L^B^^^^aaJ away the best racing game 
to appear on the ST and 
makes Out Run and Super Cycle both Jook 
positively primitive In comparison. The 
graphics are nothing short of spectacular 
and really are almost identical to the coin- 
op original, generating a real sense of 
speed, Unlike OutRun, the hills and bends 
really are convincing. Sound has been 
Implemented very well Indeed. There 1 * an 
excellent loading theme,, mure than adequ- 
ate FX and four pleasant in-game tunes, „ 
although the title screen music is a bit 
depressing and slow. But where Super 
Hang-On really scares is in the gamepiay 
stakes, Ft manages to generate a fluling 
of exhilaration never encountered In any 
other racing game outside of the arcades, 
It's also very user- fri end ly, allowing 
mouse or joystick control, the facility to 
load and save high scores and even an 
option to change the Scan rate of the 
game, giving two different sizes of 
graphical Super Hang -On Is fust great, 

easily the best arcade conversion yet, 

PRICE: £19.99 

RELEASE DATE; Out now 

GRAPHICS 83% 

SOUND 69% 

PLAYABILJTY 84% 

VALUE 75% 

OVERALL 83% 

OBad news — there are no - 
plans for an Amiga version 
of Super Hang -On, Maybe 
Electric Dreams could be 
persuaded to do some- 
thing if demand was high 
enough,., drop them a line to Let them 
know what vnu think Tha aririracc? 
MedlageniCn Act! vision House, Z3 Pond 
St rest. Himpttiad, London NWS 2PN* 



The res no way to save money and 
know you 1 re only getting the best. 

Right? 

Wrong, With SPECIAL RESERVE 
your normal price is half price. The 
game you want is £24 95 in the 
shops? Try us, We probably sellit for 
£12.47 (plus post and packing). 
Some of our special offers will blow 
your socks off. 

And if it's a turkey, we wont sell it at 
all All SPECIAL RESERVE games 



have been selected by 

our team of experts. So your game* 

playing satisfaction is assured. 

These benefits are exclusive to 
SPECIAL RESERVE members. 
Membership costs £4.00, and you 
can order at the &ame time as you 

join. 

Members receive a privilege 
ordering number, a membership 
card, and our detailed, expert 
Buyer's Guide, revised three times a 



\SpcciaC J\eserve 



HALF PRICE GAMES FOR 
CONNOISSEURS 

year together with a free binder for 
the Guides. And each time you order, 
well send you our up-to-the-minute 
Stop Press update. 

We aim for 24- hour turnaround of 
your orders. And you can order NEW 
releases In advance of publication: 

well despatch them on the very day 
they ship 



EXCLUSIVE MAGNETIC SCROLLS 
MINI-ADVENTURE 



For the select band ui **s|iert 
gamers fbf whom even SPECIAL RRSE_RVL 
is not enough, we offer OETlClAi. 
SECRETS ■ all the benefits of SPECIAL 
RESERVE plus confidential information on 
garner the gaming world... and moTe, 
Your special privileges as a member of 
OFFICIAL SECRETS begin with a 
subscription to Confidential a brand new 
magazine that gives in-depth, authonTaiive- 
coverage to areas that existing magazines 
ignore Costing £2.00 an issue to non 
members, ii's produced bi-monthly by experts 
With experts in mind; Conftfeuoa/ takes you 
on the inside track of the gaming world, with 
access to Leading figures, gossip, facl and 



news on upcominy releases. Wilh 
Confidential, ynu'U know what's happening .. 
before it happens. 

The privileges of membership continue: free 
with Issue 2 of Confidential is a private, 
srjecially-cOnimLssioned mini-adventure disk 
from The Guild ot Thieves. The Pawn and 
Jtnxter authors, Magnetic Scroll** reserved 
for members, and never Eo be publicly 
released. 

And there's more, A copy of Gnome Ranger 
from the a ward- winning Level 9 team. H Go 
out and buy it, pronto!" said Atari ST User - 
and if you already have, tick ihe bos and well 
give you a secret, surprise alternative. 



A competition to win £500- worth of hardware 
of your choice. Free help and hirils on any 
game you buy Irom us. And exclusive, and 
very special offers. All this, for puat £19.95. 
including your membership of SPECIAL 
RESERVE. 

Who is behind OFFICIAL SECRETS and 
SPECIAL RESERVE? Tony Rainbird (ex 
Firebird and Rainbird), Gratrrne Kidd («k 
CRASH and The Games Machine) and Nick 
WaMand fen Orcsbane -"Fanzine of the 
Year"). 

■Available on ih* ST. Amiga. PC, Mac. PCW. CG4 and 
Spectrum +Ti; H you use a diHerenr mac run*, weW a 
dflfWM treal in store for yon waM and see! 



CENSORED! 

We intended to fill This space with examples Tram our 
catalogue of over 400 products-. Bur our prices are so 
low that they annoy other software sellers, and we have 
been asked to wit hold them. 

You may already know somebody who belongs lo 

one or our clubs. If so. please ask them about our 

prices. 

or 

Send off £4.00 now to iom Special Reserve. People 

who join Special Reserve get one month to upgrade to 

Official Secrets at o special price of £15.95. 

Or 

Send us a stamped addressed envelope 

(International response coupon if you live outside the 

UK) and we'll send you a price list, including oil the latest 

titles we recommend. Please mark The corner of your 

envelope with the type of computer you own and 

send it to the address shown in the coupon. 

Please remember that you cannot buy a game from 
us unless you join one of the ciuD*- and we add post 
and packing charges as shown in the coupon 
opposite. Members are not allowed lo buy mo^e than 
one copy of each game, as we do nor supply for 
resole. 



Etagbimed in England Number 2U54713. 



MEMBERSHIP APPLICATION & ORDER FORM 

Complete this coupon or write the details clearly on a sheei ot 
paper of phone our New Members Departmeni on 0279 600204 



NAMK 




ADDKHSS . 



POSTCODE, 



COMPUTER 



'.1i U n wr-iHrv rKFl rj|>]>J" ■*!■*■■ 

DtSK: 5.86V3,5V3' r /TAPE 



I wjaM one year's subscription to: 

SPECIAL RESERVE UK £4.00 or EEC £S 00 



OFFICIAL SECRETS 



UK £19.95 or FEC £24.95 



WITH Cinome Ranger | I Surprise Alternative 

I'd like to buy a game as w*ll (optional] 



l.lll 



FRlCE 



Pr^e & P^tkinq. pet gam.? 



. I SO UK nr £3 f)0 EEC 

(£2 50 lor telephoned Orders} 

TOTAL 



delete where nut applicable 

Payment by Cheque 'Postal Order-'" Visa," Access/ American Express 

(Payments bom nutsirie ihi? UK must be mnrie by firedit card} 

My credit Gfcfd number i£ 



D 



Nftrnl arid address must b? :sk iDQVf 



SICNATUHK 



EXPIRY DATE 



Ghtquit ot Postal Orders payable to 
OFFICIAL SECRETS or SPECIAL RESERVE 
Dept. ONE. ROX 64?, HARLOW CM2I 9PH 
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Have Denton Designs 
gone mad? This game Is 
in black and white! 
Actually It's for a very 
good reason. Much the 
same reason, in fact, that some films 
are in black and white — atmosphere, 
and, that most rare of qualities, style. 
Where Time Stood Still Is a very stylish 
game. 

The plot sounds as If it's lifted from 
some creaky oJd movie N The Land That 
Time Forgot, or something like that. 
Four characters crash land on a rocky 
plateau and meet untold dangers as 
they "desperately seek a way out, a 
pilot, the Bogart-alike called Jarrett, 
sweet newly-weds Gloria and Dirk and 
fat fool Clive. 

This characterisation goes beyond 
mere disk liner notes, as the four 
personalities actually behave in char- 
acter, and understanding this is a 

genuinely important part of the game, 
For example, what always happens in 
adventure films when fat hopeless 
people try to cross dodgy wooden 
bridges? (Hope you picked the rope 

up...) 

Thus the black and white is part of 
the styte of the game, it's supposed to 
remind you of old movies. And the 
effect works H at times the screen is 
almost like a pencil drawing, with deft 





Arcade game or adventure? Black 
and white graphics on a colour moni- 
— *$ tor? Most odd. Ocean's latest epic 

from Denton Designs is a strange game in 
many ways... as Graham Taylor found out 
when he journeyed through a land Where 
Time Stood Still... 




use of shading and highlighting to give 
life to the background graphics. 

Despite the fact that the entire game 
can-' be played with mouse control 

aving got your, bearings after 

the abrupt crash-landing h you 

set off in search of adventure. „ and find it 

almost straight away! Clive'i weight proves 

too much for the rickety bridge.,. 



trnore or less} you soon realise that 
although Where Time Stood StilJ looks 
like an arcade game It actually plays 
more like an adventure. True, there are 
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plenty of sections where you need 
arcade-type skills — guiding the charac- 
ters along the marshes for example, 
but for the most part you have to solve 
puzzles and figure out the correct uses 
for objects. Rescuing Clive h who gets 
Into trouble about one minute into the 
game requires a bit of thought but no 
dexterity at all. 

There may Joe a problem for some 
people, as this is a game which can be 
completed completely, and I doubt 
you'd really have a good reason to 
want to do it twice. That said, though, 
doing it once is going to take a lot of 
brainpower and effort,,. If you like 
your challenges a kittle more cerebral 
you'll love this game, Arcade bash- 
heads may be put off. 



THE CHARACTERS 
JAR RET: Pretty much 
your standard Bog art/ 
Indiana Jones hero, 
Thinks he doesn't 
need anybody else but does. The leader 
of the party unless killed, he is chief 
tough guy and problem solver and 
without him you'll find the going pretty 
tough- 
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G LOR 1 A : Naff na me 
but no bimbo thir,. 
Gloria is a bit yukky 
when with new hus- 
band Dirk but also finds herself 
attracted to J arret. Although she is a 
problem Jn that her need for food and 
rest is possibly only exceeded by Clive, 
don't be tempted to just ignore her, At 
least one puzzle in this game is virtual- 
ly impossible to solve without her, 



CLJVE: Fat, foolish, 
and totally useless — 
or so it s^ems. He whi- 
nes, demands food, 
and constantly endangers the rest of 
the party. There is this terrible tempta- 
tion to just lead him over a cliff or 
sacrifice him to some passing mons- 
ter... maybe you shouldn't. 



DIRK: Athletic and 
bright but goes se- 
riously hopeless If 
anything happens to 
Gloria, Dirk is good in a fiaht and. with 
his mastery of languages* is best at 
dealing with natives. This, you can be 
sure, is going to be vital at some point, 

DANGERS 

There are lots as you would expect. 
Mazes: Both the mountains, and more 
especially the marshes are tortuous 
mazes. The real problem is that wrong 
turnings waste time and mean more 
food and drink supplies will be used up. 
Monsters; Prehistoric nasties swoop 
and slurp all over the place, some are 
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<wt in the maze-like swampland, Gloria's in need of some nosh. But the tm\y meat 
she's likely to get her teeth into around here is a venomous water-snake and that's 
more than likely to bite back. Bear in mind, there's only one safe route through the swamp, so it*? 
advisable to make a map. 

The sound is nothing to 
write home about —just a 
few bleeps when using; the 
control screen and a simp- 
listic tune at other times. 

Bltt aBfithfl+lfR ^IHp. Wh«i"A Tima Siaad „ 

Still offers sufficient complexity and depth 
to keep most arcade adventurers content 
for some considerable time. 



easily avoided but others, particularly 
in the marshlands are very difficult to 
get past. 

Natives: Very dangerous, keen on hu- 
man sacrifice and Hard to do business 

with, and yet you must find them to 
complete the game. 

Natural Hazards; Marshes are boggy. 
Rocks crumble and old wooden bridges 
are not very safe. 

PLAYING WHERE TIME STOOD STILL 
Mouse or joystick control. In move- 
ment mode you merely guide Jarret 
across the landscape and the other 
characters follow — assuming they 
aren't tired or hungry or dead. Make 
sure everyone has caught up before 
pressing on. 

Objects are found scattered around 
the game and some characters already 
have objects on startup. There is no 
written description of objects held, 
each is represented visually on a char- 
acter 'control' window you may call up 
at any time. A couple are & bit difficult 
to recognise tiut mostly ttils works 
fine. 

In this mode characters may be in- 
structed to pick up Or drop an object or 
USE ITEM, No more need b<i specified, 
the computer understands the most 
logical use for the item in context. 

« I arret collapses in front of a tasty* 

^^ I looking leg of ham - which b beat 
used elsewhere. 
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PRICE; 


£19,95 


RELEASE DATE: 


Out now 


GRAPHICS 


69% 


SOUND 


36% 


PLAYABILITY 


74% 


VALUE 


70% 



OVERALL 76% 

Work is underway and this 
version should be com- 
plete by the time you read 
this. The graphics will re- 
main in black and white, 
although extra shades of grey will hp used 
to make the characters and scenery 
smoother still, and sound is unlikely to 
change drastically. Expect to see it in the 
shops l-a-te In Sep4annboi*. 
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Denton Designs" The Great 
I ■..: . i|..i' h.M. 0I1 cjdy made 
its way onto the PC, so 
there's no reason why 
Where rime btocd still 
should suffer during the process uf con- 
version as both games follow a similar 
format, A release date has yet to be fixed, 
but -Ocean are anii-clpaiincj a release be- 
fore the end of the year. 




z 
o 




B A'S! 





a* 

M 



TRIAD - A NEW FORCE IN THE 16 RIT MARKET PLACE 








Having dipped 
their toes in 
the water 

with Arkanoid, Eco 
and Wizbail, Ocean 
are set to unleash 
some hot products. 
Sadly, this isn't one of 
them, as Gary Whitta 
discovered. 
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■lying across th* desert terrain of the second level, with fighter planes galore 
attempting to bring you down, And they usually do.,. 



Your country needs YOU! 
Yes YOU! YouVe been 
selected to undertake one 
of the most important 
missions In the Second 
World War. As a member of the crack 
Special Operations Corps, you + re the 
only person who can pull it off. Infor- 
mation that could help swing the ba* 
lance of power in the war is locked in a 
safe deep behind enemy Lines. Your 
mission is to retrieve the information. 
Your objective is split into seven 
sections. The first asks you to take 



control of a jeep which must be taken 
across a very long bridge. Unfortun- 
ately^ many sections of the bridge have 
been shot away Leaving dangerous 
holes. 

As you progress across the bridge, 
merrily jumping over holes, enemy 
forces will attack. Helicopters are the 
most frequent menace, firing missiles 
at you as they pass. If you're quick, 
you can accelerate and pass under the 
missile. Alternatively, you cart jump 

over It, A more pre-emptive way of 
protecting yourself is to fire first. This 



is where the rear-mounted missile 
LQurKher ccjrnczf in ImriOIyi By Ivitt-inj 

the fire button you can launch three 
missiles in succession, You then have 
to wait for the launcher to reload, 
which takes about two seconds, be- 
fore you can fire again. 

Of the volley of three missiles, the 
first two launch into the air, knocking 
out Any choppers In their path, while 
the third screams along the floor* des- 
troying enemy trucks which crop up 
from time to time* 

Having taken your jeep past the 
many dangers encountered on the 
bridge and making it to the hut at the 
end of the Level, you're given a bonus 
before moving to the next section. The 
jeep is left behind and you jump into a 
helicopter, which has to make its way 
from right to left this time over more 
dangerous territory, starting with a 
barren desert backdrop- 
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^M ■ t's not just the graphic* and sound 

^^^ I which are weak in this seven-level 
shoot em up. Gameplay is a little on the sparse 
side, too. 

The fire button again dispenses two 
different kinds of death. Rockets are 
Launched from the nose of the chopper 
and fly horizontally, while bombs are 
dropped from the undercarriage to 
destroy enemy fighters and gun instal- 
lations respectively. 

The landbased guns don't pose too 
much of a problem, as all they do is fire 
the occasional missile* The fighters, 
however, are a completely different 
kettle of fish and represent a real pain. 
They fly in from behind, firing like 
crazy , and it takes some very fast 
reactions to get rid of them. A quick 
spin over the sea follows, complete 
with submarines and boats to destroy. 

Completion of the chopper sections 
gives you access to the final three, all 
of which must be completed on foot. 
The first has you negotiating a dismal 
swamp p riddled with deadly quicksand 
plts p and guerillas who don't hesitate 








■ uide the all singhY, all dancin 1 , 
Irootin' too tin 1 jeep across the 
rickety bridge on Level One, 
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to lob grenade or two at you. Both a 
machine gun and a limited supply of 
grenades are available to you here, so 
you can give just as good as you get. 

In Stage Five, you come across the 
barracks, outside the main building 
where the secret papers ^re held. More 
enemy soldiers and sharpshooters in 
watchtowers try to gun you down. Burt 
apart from the change In scenery t the 
g a mop lay is almost identical to the 
previous section and, indeed, the final 



one. where the safe and the hidden 
plans are located. The enemy soldiers 
are more ferocious here, and also 
appear in greater numbers. Blast your 
way through them, reach the safe + get 
the plans and the day is yours. 

OArmy Moves is a surpris- 
ingly poor release from 
Ocean/Imagine, especially 
when you consider the 
quality of their previous 
16-bit exploits, It just goes to show that 
conversions from successful S-blt games 
need more than a few cosmetic enhance- 
ments to make them work. Mind you, the 
graphics and sound are handly representa- 
tive of the capabilities of the Amiga, and 
as a result the weak gameplay is more 
obvious than it might have been. To make 
matters worse. Army Moves is extremely 
difficult and frustrating, and It oets to the 
stage where you feel like throwing your 
Amiga across the room when you almost 
reach the end of a level only to die and 
have to start it again from scratch. 
Masochlsts are amply catered for here. 
The more discerning games players are 
advised to steer dear. 



PRICE: 


£24.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


35% 


SOUND 


38% 


PLAYABILJTY 


40% 


VALUE 


2S% 



OVERALL 36% 

^p^^^^^^ Almost identical In every 
m]^ J aspect to the Amiga ver- 
^L ^H sion, Army Moves nn the 

^^J ST also fails to make the 

B| grade. Surprisingly, both 

the graphics and sound seem marginally 
superior, with slightly better definitions 
on the sprites and a less irritating rendi- 
tion of Colonel Bogie playing throughout. 
It's a shame Ocean bothered to convert 
Army Move* — the time would have been 
better spent producing some original 16- 
bit product. The only compensation is that 
Ocean should learn from this mistake and 
at least we can expect to see some more 



palatable software In the 


near future. 


PRICE: 


£19.95 


RELEASE DATE: 


Out Now 


GRAPHICS 


37% 


SOUND 


39% 


PLAYABILJTY 


41% 


VALUE 


30% 


OVERALL 


38% 




Netherworld is ^n alien re- 
gion Into which the play- 
er has stumbled; 3 place 
populated by strange 
and dangeous creatures. 
The unwitting captive must now 
embark upon a quest for freedom 
before his ships are destroyed. 

The alien system is set over 1 2 levels 
separated by intermission screens. 
The player's vessel is guided in one of 
eight directions and the landscape 
moves smoothly around. Movement is 
limited by the labyrinthine confines of 
each level T although a series of tele- 
ports provides easy access to other; 
frequently inaccessible, areas. 

Release from each level is obtained 
upon payment In diamonds, which are 
scattered around the playing area. A 
control panel displays the number of 
diamonds required to secure entry to 
the next level. 

Mountains of skulls form a difficult 
to negotiate maze of sorb on 
the fifth level. The only way ynu ran rnllprt all 
the diamonds is by using the tele ports (fihe 
concentric circles) dotted around the play area. 



Hewson's unusual shoot 'em up cum 
maze game has been converted to 
16-bit by West Yorkshire program- 
ming team Imagitec. Featuring colourful 
graphics and eight-way scrolling* the Amiga 
version presented few problems. But how did. 
the ST fare? Steve Jarratt tells all. 

Opposition fs provided by a range of at the player. Corrosive bubbles and 
enemies: a variety of alien creatures drops of blood af* ejected by static 
are produced by generators which fire demons and a series of floating mines 





R 



n example of the bubble-blowing 
Igargoyles found on Level One. 
Shooting it results in the release of flashing 
icons which either help or hinder progress when 
collected (see panel), 
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Here's a brief run-down of some of 
the features found in Netherworld , . . 

If the small mine is guided into a chequered 
block, it changes into four diamonds* 

The circular teleport allows rapid move- 
ment within the landscape and to 
sectioned -off segments of the maze. 

■collecting the hour glass adds 30 seconds 
i to the level timer. 

ikulls enable demons to be destroyed on 
Icon tact. 
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rick smashers allow walls to be breached 
on contact* 



Question Marks give a surprise bonus: an 
extra life; limited invulnerability; tem- 
porary uncontrollable ship; temporary re- 
versed controls. 
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traverse the landscape and prove 
harmful on contact. 

Each of the player's three ships is 
fitted with a shield which can sustain 
up to 12 *hits\ Further damage results 
in the destruction of the current vessel. 

Blasting the demons releases 
flashing icons which are collected for 
different, generally useful results. 

On later levels, the number of di- 
amonds required exceeds those avail- 
able on-screen, Here, the player is 
forced to create the necessary gems 
himself. Mines can be directed into 
metamorphosis walls by moving rocks 
into their path, The same rocks can be 
pushed into diamond squeezers to 
make diamonds directly. 

This process Is repeated for the 
intermission screens which require the 
collection of a. set amount of diamonds, 
although none appear on-screen. Sue- 
cessfully creating the desired amount 
is rewarded with an extra ship. 

However unoriginal or derivative Its 
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main themes. Netherworld is a 
polished and enjoyable game which 
provides a pleasant blend of mindless 
blasting and dextrous puzzling. Car- 
tographers are also catered for, since 
later levels really do need some sort of 
map to enable their negotiation. 

The gameplay is smooth and the 
different elements are sufficiently 
addictive to hold the attention for 
some time. 

OThe Amiga Netherworld is 
very similar to its Atari 
counterpart and gameplay 
Is practically Identical. Dif- 
ferences occur in the 
graphics, which, apart from the awful 
loading screen, are more refined and profit 
from a full colour background In place of 
the ST's black star-field and the increased 
number of available colours- The sound, 
although clearer, is still rather poor by 
Amiga standards and is largely torotttt- 
able. Similarly, the few sound effects are 
only average. 

^^^^^^^A The surprising aspect of 
a^aj aaj the ST version is that it 
■L ^B retains the eight-way 

fl scrolling of the original. 

■■fl Generally regarded as dif- 

ficult Of not Impossible), I magi tec have 
managed to implement it to a very high 
standard. After experimenting with va- 
rious routines, they settled on using pre- 
shifted graphics to create high speed 
scrolling. Anci4iowever difficult or restric- 
tive this method, the end result belles any 
problems they had. They haven*t com- 
promised the graphics either, which still 
consist of B colours on-screen, and are 
highly detailed and varied. 



PRICE: 
RELEASE DATE: 

GRAPHICS 
SOUND 
PLAYABIUTY 
VALUE 



£19.99 

Out Now 

69% 

74% 
66% 



OVERALL 70% 
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Your plane has ditched on a 

mountainous plateau 
somewhere in deepest 
Tibet. You and your 
companions are alive. 
A large shape moves toward 
you, you rub your ey« in 
disbelief ; a Dinosaur! - 
where are you and when? 
Stunning, monochromatic 
3D graphics and 4 way 
scrolling, give that '50's 
cinema mood as you learn 
not only to survive, but also 
that your companions are 
not all they first seemedJ 
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One phrase sum s u p th e 
success and appeal of 
Arkanoid- 'I'd just have 
another go! M Arkanoid is 
addictive! Using all the 
capabilitiesofthe16bit 
micro this conversion is 
almost an exact replica with 
all the excitement of the 
original Taito coin-op smash 
hit. This is Arkanoid - the 
blockbuster. 
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Exceptional graphics, innovative 

game design and digitised souix 
ill add up la recreate the 
atmosphere generated m the bq 
office smash hit. Closely f otiowirv 
the original storyline you take 
your platoon, selecting individw. 
men for assignment, who will 
encounter the enemy and their 
many booby traps as you seek t:i 
find the enemy's underground 
headquarters. Onentenngthe 
warren qf tunnels you will need 
flares and a keen eye - your 
enemy will lunge at you r from 
beneath the waters which flood 
the tunnel floor, wielding viekhr.* 
knives -the atmosphere itself b 
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DALEY IS SACK Enter the 1988 Olympic Challenge with 
Daley Thompson as you "work out' in the gym, where your 
efforts wiil directly affect your performance in the 
competition itself - another first from Ocean. 

Ten Olympic events include Long Jump, Shotput High 
Jump, 100m Sprint, 400m. 1 10m Hurdles, Discus, Pole 
Vault Javelin and 1500m. You will need all your skills to 
build on what you hope was r an impressive work-out P and, 
as is necessary for all top flight athletes, your judgement to 
select the most effective equipment for each event is now 
vital - a decision which can win or lose you a place on the 
podium. 

This isn't just another sports simulation, this is a Daley 
Thompson ' event r where all his talent and humour burst 
through to make a thrilling and enter taining game play for 
all the family. Co for the Olympic Challenge! 





9PMMMI 








if; 








ne061 832 6633 • Telex 669977 OCEANS G 



* 00 



There can hardly to# a 
games enthusiast who has. 
never heard of Defender. It 
may not have spawned as 
many clones as more re- 
cent games such as Gauntlet or Arka- 
noid, but the original concept remains 
one of the most innovative and play- 
able in history. The basic idea of skim- 
ming over a line-drawn landscape 
shooting miniscule aliens and rescuing 
tiny one-colour humanoids may not 
sound like classic game design, but the 
fact that there were FIVE key controls 
to master (the joystick was only used 
for up and down) meant one hell of a 
challenge for even the most hardened 
gamers, 

Now 16-bit owners who never ex- 
perienced the phenomenon first time 
round can try for themselves what is 
best described as Defender 'BB. Star- 
Ray takes the original framework of 
Defender and brings it up to date 
utilising the power that 16-bit machi- 
nes have to- offer. The scenario (for 
what it's worth) casts you in the role 
of a starship pilot, just out of combat 
academy and assigned to your first 
mission. In control of the latest Star- 
Ray space fighter, you must thwart 
the impending attack by an evil race of 
aliens who plan to cause as much 
trouble as possible on seven planets. 

That rather lame plot is the excuse 
for 2S levels of pure frenetic blasting 
action, pitching you against a never 
ending supply of aliens, Each level, or 
planet, houses ten installations that 
provide all the power for the planet. 
The alien's mission is to raid these 
installations by landing on them t and 
sucking ail the power. 

Your StarRay fighter is equipped 





illiams' timeless 
coin-op classic 

Defender has 

often been imitated but nev- 
er surpassed. Or has it? Logotron's StarRay 
is a slick adaptation of the age-old formula, 
and Gary Whitta is the man with his fingers 
on the buttons... 



with two different typ-es of weaponry. 
A laser cannon is mounted onto the 




front of the ship, and a stab of the fire 
button sends a colourful streak of 
electric death flying horizontally 
across the screen, eradicating any nas- 
ties in its path. Your ship is also 
supplied with a small complement of 



As mentioned, shooting aliens occhstoh^J 
ly releases a sm^ll floating pocf tho' 
extra features to your ship w5v 
fected. Here's rundown of ejcsctiy wFiipt 
each one does,,. 



Improves the acts! eratEon of your ship 

Intrfiflses your maxfmum speed. 
AEfows you to nYn morn rapidly. 




is fop penetration. Makes your lasei 
more powerful, 

Horn down the nm x>\mon tor am* 

■hin ijiot.ie: fire onrf r~ i?*'i^nf 

You're now invincible for a fuF« 
seconds. 



Moth inn spectacular, Jt 
points. 
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The for boding backdrop of Level 
Five on the ST. The candy-stripe: 
■ object isn't as sweet as it looks 

nother example of Pete Lyon's impressive graphics seen in the ST version of Star Ray 
LThis is the sixth level, which is fairly easy compared to the next - a harsh, unfriendly 
desert setting, complete with large trouble - shooting tanks, would you believe! 




Vaporisers, otherwise known as 
Smart Bombs, Releasing one of these 
destroys every hostile ship on the 
screen, 

Controls are fairly basic, By pushing 
th* vticlc «n "th* direction your fighter is, 

facing, you apply thrust, The ship 
stays fairly central while the backdrop 
scrolls behind. In this way, the "thrust 
and blast" gameplay of the original has 
been retained. Jn order to keep each 
level alive, so to speak, the installa- 
tions need protecting. Locate the nas- 
ties that are actually attacking the 
installations (the radar scanner comes 
in useful here}, get to It and destroy 
the alien before it has a chance to drain 
the installation's power. If youVe too 
late, an installation is lost. To make 
matters worse, on later levels, drained 
installations become hostile, firing at 
you and launching missiles, Should you 
lose all ten* installations the game is 
lost. 

A much quicker way to lose the 
game, however is to get killed your- 
self. Unlike Defender, a collision with a 
nasty or a missile is not fatal. Instead, 
you're given a shield which is depleted 
ev^ry time you crash into something. 
When it hits zero, you 5 re dead. 

To complete the level you're on, all 
the nasties on ft with you must be 
destroyed. There are four 'waves' of 
aliens on each planet, and completion 
of each one results in a points bonus, 
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the size of which 
being dependent 
on which level 
you' re on amd the 
number of instal- 
lations left. 
Each planet has its own specific set 
of resident aliens and game features. 
Level Two, for instance, is set in a 
forest, and houses deadly striped killer 
bees, All of the levels contain one 
standard set of aliens that run 
throughout the entire game — the 
metallic hamburgers. If you're Lucky. 
when you shoot one of these (or any 
other kind of alien for that matter) 
they may leave behind a floating icon t 
which can be picked up to power-up 
your ship. If you want to replenish 
your shield, you have to wait for en 
airbus to appear. When shot, a pod 
falls from it. and if you can catch it 
before it hits the ground, the feature is 
yours. 
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tattling through the second level 
Ion the Amiga, where greenery 
and unusual creatures abound. There are 
deadly dragon flics (one's about to hit your 
ship), stripy bees, pterodactyls, and of course 
the ubiquitous metallic hamburgers. 



The ST version of StarRay 
W is being converted by 16- 

^L ^H bit maestro Steve Bak r the 

^* man responsible for 

^^^^^^■■fl Leatherneck, -Go Id runner 

and Return To Genesis, as 
well as converting The Sentinel and Bat- 
tleships among others to 1 6-bit. Graphics 
are by colleague Pete Lyon, and binary 
musician Dave Whittaker supplier the 
music, and FX. The job of conversion has 
Deen done V»ry well Indeed. Graphically 
the game looks a little ^hazy 1 and the 
sprites are not quite as well defined, but 
alt the original game play is there, and 
several extras have been added. Whereas 
the Amiga has five levels of parallax 
scrolling, the ST has seven! There are also 
more aliens than the Amiga version and 
there's an option to play the soundtrack 
while playing the game. Atari 103O 5T 
owners will also be able to get on down to 
the brilliant sampled soundtrack which 
takes up over 300 K and sounds almost 
exactly like the Amiga original. A release 
date is set for around September,, possibly 
in time for the PC Show. 




©Defender fans have never 
had it so good. StarRay is 
unquestionably one uf the 
best shoot 'em ups to 
appear on the Amiga to 
date. What Logotron have done with 5tar- 
Ray is very similar to what Taito did with 
Breakout to produce Arkanoid* ie. the clas- 
sic formula is still there, and has been 
improved no end due to the addition of 
fantastic graphics, incredible sound and 
some new gameplay elements. Both the 
backdrops and sprites have been wonder- 
fully defined and ani mated „ and each level 
implements some most impressive parallax 
scrolling which helps to generate an excel- 
lent feel, making it no less than a joy to 
play, To add to the overall impress km, the 
sampled in-game effects have been compli- 
mented by an atmospheric loading theme, 
and great high score table music. Presenta- 
tion is first class, with plenty of options so 
you can tweak the game to your liking. You 
can play In silence, making it faster in the 
process, start on any of the first four levels, 
and save your scores to disk, My only gripe 
Is that the Smart Bombs can onJy be 
activated by the right mouse button, which 
is fine if you Ye playing with the mouse, but 
not so convenient if you're using a joystick. 
Minor quibbles aside, StarRay well and 
truly replaces Sidewinder as the best Amiga 
shoot em up available. Buy it. lock your' 
door, close all your windows and immerse 
yourself in this fantastic blast. 

PRICE: £25.95 

RELEASE DATE: Out Now 

GRAPHICS 86% 

SOUND 94% 

PLAY ABILITY 90% 

VALUE 80% 

OVERALL 88% 

jgM W^ Information on the PC ver- 

^M |T |^^k 5ion is rather vague, as it's 
^H ^^^^ in * np ver > early stages of 

tH tfF conversion. It's likely to be 

^jr In mono to allow a fast 

game speed, so all the gameplay should be 

retained. A finished version of StarRay is 

due for release on the PC in November, 
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THE COMPUTER GAME 

YOUR MISSION 
You are now entering the world of international Espionage, where you control a highly motivated team 
of 12 agents. 

Your agents must set out from their secret base and proceed across the board which represents the world's 
capitals, airports, deserts, etc. 

The world's fate Is now in your hands in a game of deadly conflict to reach the 4 micro-films, each con- 
taining details for the ultimate weapon. 

Should you have the cunning and sheer nerve to carry on this most formidable of tasks and return to 
base with the micro-films, you would be pronounced Master Spy. 

Good Hunting, 



AVAILABLE FOR: 

AMSTRAD PC (3%" DISK} £24.96 

ATARI ST, AMIGA, AMSTRAD PC 

|5H"DISK] £19.95 

C64 H AMSTRAD CPC, SPECTRUM 

+ 3 DISKS £14,95 

C64 CASSETTE £9.95 

SPECTRUM, AMSTRAD CPC.MSX 

CASSETTES £8.95 
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Order your copy of ESPIONAGE 
now by sending a cheque or postal 
order to Grand i lam Entertain me ma 
Ltd. Units 1/2 Con Ion Developments 
Wtatery Lane, Darwen, Lanes. BB3 2ET 
or phone 01-247 6434 our Credit 
Card Hotline (Access or Visa), 



A Manhattan skyline? Or the moni- 
tor awash with blood? A stunning 
effect starts the attract sequence. 






A plethora of fighting 
games are available for 
the 1 e- bit m ac h i nes , 
most of them in the 
mould of the ageing Data 
East co in -op Karate Champ. But there 
are few of any commendable quality, 
Arguably the most memorable Is Sys- 
tem 3's International Karate on the 
Atari ST, written by Hungarian pro- 
gramming team Andromeda. IK+, by 
the author of the original 6-bit incarna- 
tions — Archer Maclean, knocks its 
predecessor Into a cocked hat. 

Three players fight it out in front of 
the pleasant, animated backdrop seen 
here. One of the fighters is always 
controlled by the computer, using one 
of eight different fight strategies to 
keep you on your toes, while the other 



Gallons of gratuitous fightin 1 and fumpin' fun to he had here. Watch out for the many 
neat touches, such as the falling leaves, leaping fish, birds, spiders, inch -worms, and even 

a periscopel There*s plenty more, too - all activated via the keyboard. Leave the fighters alone or 

press T + and their troy sen end up around their ankles! 
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The Pause Mode, in which six karate 
men work out )n time Co the sound- 
track and make a lot of Bruce Lee- type noises 
in the process. 




Gary Perm trades blows with a pair of 
hardened opponents in Activision's 
latest and comes to the conclusion 




that it can't be beat... 



rate+ 



on their backs, and each knockout 
earns the attacker either one or two 
combat points (depending on whether 
the victim was hit from either in front 
or behind), When the 30-second time 
limit expires, a mystical judge appears 
to announce the winner and loser. The 
player with the least combat points 
can no longer play and a computer- 
controlled player takes over. In the 
event of a tie, the players' scores 
determine a winner, but if the scores 
on the doors are the same then both 
players continue to fight. 
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two fighters can be either human or 
computer controlled, 

There are 1 7 moves available from 
the joystick, including the old favouri- 
tes such as the punch, low kick, shin 
kick and flying kick, plus three nifty 
new ones: an athletic backfUp which 
would cause any gymnast to turn 
green with envy, a cranium-cracking 
headbutt, and a double head kick, 
which t when used effectively, knocks 
out both opponents in style, Points are 
awarded for putting the other players 

The simplistic but effective title 
screen, complete with overtly athle- 
tic karate men looking like something from the 
credits of a 70's movie, Very mesmeric.., 
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GRHE DESIGN 
PftOGHMtHENG 
GRAPHICS 
HHIHATIOM 
SOUND FX 
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Use either a well-timed low kick or shin kick to send the bombs bouncing off the screen 
before they expludv. And if yuu laiTi manage that,. watUi uul (w tin: ihl upncL An 
engrossing bonui round which proves in-creasingly nail-biting as the bombs appear more 
frequently* with shorter fuses and more often than not right on top of where youVe standing! 
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LIFESTYLES OF THE 

RICH AND FAMOUS 

Archer Maclean 

perception can be a 
bad thing. Compu- 
ter games are generally 
perceived as childish, 
and the programmers 
are invariably perceived 
as bespectacled, dtn#- 
ridden* scruffy youths with more money than 
sense. Of course, we ail fcnow that nothing 
could be further from the truth. Take Archer 
Maclean**, 

This £6 year-old handsome hunk of a tend 
doesn't deaf soley with bits, bytes and op- 
codes - oh no, A hit of an Action Man with 
realistic hands and gripping hair is our 
Archer. You're more likely to find him strap- 
ped beneath a Microiite or a hang'glider, or 
running around shooting people in Skirmish 
or even water skiing. Archer's been there 
and done that, which partly explains why 
he's only ever written three computer 
games, 

His tirst success was Dropzone - an 
outstanding horizontally scrolling shoot 'em 
up loosely based on Williams' equally classy 
coin -op, Stargate €to ail intent and purpo- 
ses, the follow-up to Defender), He then 
turned /tis. hand to the Oe**t em up &cnre 
and notched up a major hit with internatio- 
nal Karate {Atari and Commodore &-toit> 
and international Karate i - produced 
because as far as he was concerned, IK was 
far from finished. He was also unimpressed 
With Andromeda's version of IK T which l» 
why he wrote the ST version of JW + — 
despite the fact he had never touched an $T 
and l, had to learn it inside out in a couple of 
months." 

So what's next? "I'm considering doing ST 
and Amiga versions of Dropzon&, and I've 
got four new game designs in mind — which 
I won't say anything about in case someone 
rips them off. I've also just got into the 
knitting business: Quality Knitwear made 
to your reouirements'. It's a small company 
called Spinoffs and we can make any type 
of knitwear with almost any design on it. 
Call Fiona on Ol -445 *55&7 and ask for 
details— Oh - and surfing, I want to have a 
bash at surfing. Preferably somewhere tike 
California or Hawaii.,. " 
What a guy* 

©Having got to grips with 
the Amiga, Archer is busily 
hr.iv^r ing Jiw.iy -and hopes 
to have this version fin- 
ished before October. It 
won't differ greatly from 
its Atari counterpart, although the al- 
ready superb sampled sounds should ben- 
efit from a bit of stereo. 




The first of the two bonus rounds- Balls and spinning heads bounce onto the screen and 
are either deflected with the logu-emblAEoncd shield or ducked f#r famtM point*. A h#fty- 

5 N M* bonus points are yours should you manage to survive an onslaught of M balls •'» highly 

demanding task, more so as they get faster and faster. 



Archer's own creation gets the bet- 
ter of him ... he he* M lt took roughly 
four months to write - on and qAV 1 he declares 
modestly. There's roughly 400K of source, 
200K of binary files and W K of two-channel 
8-bit sampled sounds . . . a bit of trivia for any 
technically minded bods . . . 




I Out of all the fighting that 
^r have appeared since the 

I Wj ST first hit the streets, ln- 

!■ ternational Karate + is un- 

^M doubted I y the best, 

■» Granted, it may not be as 
visually immediate as its ageing predeces- 
sor and there's only one backdrop — but 
cosmetics don't necessarily make a play- 
able game, IK+ T s strength is its payability 
which is greatly enhanced by the use of 
some execellent sampled sounds. The 
moves and blows are accompanied by 
Bruce Lee-eslque swishes, extremely pain- 
ful-sounding cracks and even the occa- 
sional yelp- Brilliant stuff, IK+ is the sort 
of game you can dig out in a year's time 
and still enjoy playing. If you buy a beat 
"em up this year, make sure this is the one. 

PRICE: £1999 
RELEASE DATE: September 
GRAPHICS 79% 

SOUND 94% 

PLAYABIL1TY 90% 

VALUE as% 

OVERALL 88% 
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Some tvrt ere in Europe* at a c&nti- 
dential location, lies one of the 
world* toughest school . a top se- 
cret training centre* ... 
Behind impenetrable barbed-wire 
and patrolled by wardens armed to 
the teeth, stretches the course, a 
gruelling track of obstacles, traps 
and dangers, stretching every 
commando's ability to the limit 

PURPOSE : preparing soldiers to 
join the ''Cobra Command' - a 
crack team of commandos who 
have chosen war as their profes- 
sion, 

QUALIFICATIONS: strength, cou- 
rage t nerves ot steel.,. 

ACTION SERVICE is a brilliantly 
executed Commando School Simu- 
lation, with all the features .that 
add up to one of the most challeng- 
ing and exciting action programs 
ever produced : 

- unique simulated video recording 
and playback system, allowing ac- 
tion replay of your performances 
(to help you to improve it). 

- lil el ike action graphics with su- 
perb sound and speech effects. 

- easy to use. difficult to master ! 

- up to 12 players - competing on 
5 different modes : physical, risk, 
close -combat, combination and the 
unique Commando Construction 
Course ! 
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Th» video corrtpol panel 

Including the superb "Cobra 
Command" Construction Sot: 

- construct, edit and save com- 
mando courses, making them as 
easy or difficult as you wish. 

- challenge your friends on the 
course of your own design ! 
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The Construeiion S«l control panel 

AN INFOGRAMES INTERNATIONAL 

PRODUCT distributed by : 

INFOGRAMES LIMITED , 

MTOE HOUSE, ABBEY ROAD 

ENFIELD, MIDDSX. EN1 2RQ 

TEL ;0 1-364 01 23 



ATARI - AMIGA - PC £ 19.95 

CBM E 9.95 cassetle - £ 14.95 disk 

Arnslrad t 3.05 c-assctiQ L 14. &5 dish 

Speclrum £ 0.95 casseiEe 



Screen shots Irani Alari ST version 



ACTION SERVICE - ONE DAY THIS MAY BE MORE THAN JUST A GAME, 




Eliminator takes the player 
on a high speed race 
through a tortuous alien 
roadway set over 14 
levels. Each section fea- 
tures tunnels, hills and curves which 
are effectively portrayed by an extre- 
mely smooth 3D update. Similarly, 
alien formations approach out of the 
distance shooting missiles, and a vari- 
ety of static objects appear to be shot, 
dodged or leaped over using ramps, 

The aim as simply to progress as far 
as possible, and the player is provided 
with four craft for this purpose. The 
ship travels at a constant speed and is 
simply directed to left and right and 
the blasters operated by the fire but- 
ton. The course layout always remains 
constant, allowing a mental map of the 
route to be built up. 

The player's craft is vulnerable to 
alien firepower and therefore carries 
armour which is replenished by collect- 
ing icons along the route- Further icons 
allow the ^hip's ^weaponry to be Im- 
proved sequentially, from the standard 
single shot blaster, to one of five 
powerful and directional variations. 





The end of each level is signified by 
entering a large portal, at which point 
the current score is calculated and the 
shin's armour topped up. Also, every 
other level releases a secret code 
which allows the player to re-enter the 
game without having to play through 
the earlier sections. However, the ship 
always starts with the minimum fire- 
power, so starting from scratch is 
usually the preferred option. 

The number of 3D racing games has 
vastly increased over the last few 
months, many of which — particularly 
the cotn-op conversions — have been 
disappointing. Although not as com- 
plex as many of*its predecessors. Eli- 
minator does, however, succeed in 
creating a believable and exhilarating 
sensation of movement, and provides 
a challenging and enjoyable dodge Vi" 
shoot 'em up which should keep most 
players happy for several months. 

Scooting along Che tunnel section of 

the second level, Shoot up the ramp 

in front of your craft to propel it upside-down 
onto the uppermost track „ thus avoiding the 
deadly charge, ahead L Driving topcy turvy it 
highly disorientating at first » but you have- to 
get used to it if you want to make progress. 



Hewson's first original 16- bit product 
was initially designed as a motorbi- 
ke racing game featuring tunnels 
which the bike would be able to ride up* in 
true 'Wall Of Death' style. However, technical 
problems meant that this idea was dropped 
in favour of a different approach. Steve Jar- 
ratt takes a closer look... 



ator 

There are obstacles aplenty thrown in your way as you speed around the MIS of the 
future. The single-shot weapon in your possession isn't overly effective, but there's the 

opportunity to boost your firepower just around the corner - the blue and yellow cry stab on the 

horizon. 
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Burn along the spaceways at high 
speed, eradicating any aliens foolish 
enough to get in die way. Here You've got the 
best weapon available - a multi-shot spray. 
And doesn't it just! 
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JOHN PHILLIPS 

It hough pre- 
viouslv an un- 
kknown Quanti- 
ty to 16-bit owners,. 
John Phillips has been 
programming ggmes 
for the last couple of 
years on the popular S-htt machines. (Just 
forth* record* his earlier successes include- 
Impossaball, Sunburst and Nebulus - new 
on the ST h and our cover disk for that 
matter!) It was with the latter product that 
he had his first major hit: it was received to 
critical acclaim and reasonable sales in the 
high street. 

After completing Nebulus, John moved 
onto the 5T and his first 16- bit project. 
Eliminator. The transition from G- to 16-bit 
was made less problematic due to the fact 
that John had been using the larger machi- 
nes during his University days when he 
studied cybernetics. He also feels that the 
ST is easier to program than the S-bLt 
machines. "I started Eliminator last Novem- 
ber, However I wasnt pleased with my 

^■ffor+'t, eo I scrappad i+ in FohrLiarT,' inH 

started again from scratch. It then took me 
another three or four months to complete it, 
I learned a lot during the previous four 
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months but I suppou 
I do work quickly." 

The spaed at which 
Jc+hn c^n finish pro- 
jects is emphasised by 
the ST conversion of 
Nebulus: Andrew 

iewson farmed the project out to another 
oftware house who struggled for three 
nonths without any real progress, John 
hen decided to do it himself and completed 
t in a month? 

John's 9a mas are all recognisable as 
teiny innovative and unusually presented, 
tnd although proud of the idea for Nebulus, 
ohn Admits that it was more a product of 
jck than a fertile imagination. "I was 
working on a Uridium-style shoot r em up for 
he Soectrum, where the player had to 
iegotiate the surface of a constantly rotet- 
-ig horizontal tube littered with raised 
onstructions- Technical problems forced 




me to move the project elsewhere, and 
during its implementation on the D>4„ I 
turned the tube on end. It was then just a 
simple matter of converting it into a plat- 
form game. 

"I always try to incorporate simple or 
easy to learn gameplay into a totally diffe- 
rent environment. I prefer games which 
work on a levels" principle* rather than with 
a large, sprawling gameplay, I also like to 
create a sense of atmosphere. In Nebulus I 
wanted the player to feel as if he could 
reach out and grab the towers; or reach into 
the screen in the case of Eliminator." 

John sees his latest project as a follow-up 
to Nebulus. in rhat it uses the rotating 
routines as its inspiration. He plans to have 
the player's craft on the surface of a rotat- 
ing sphere with aliens moving around its 
surface in true JD. It's definitely a 16-bit 
only game - and he's 
still not sure whether 
the ST can cope with 
the maths or not. 

John likes playing 
as well as program- 
ming, although he 
rarely has the time to 
do so. His favourite at 
the moment is Virus , 
and he's looking for- 
ward to seeing Whirli- 
gig and Damocles. 

Innovator and Elimina- 
tor programmer,. John 
Phillips, currently 

writing a sequel to 
Nebulus. 
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.v."V Each planet sequence features a 

beautifully graded sky due to some 
clever raster splitting and 70 colours on-screen. 
According to John Phillips, there are bugs in 
the ST's hardware which makes this difficult to 
achieve, but the final result is well worth the 
effort. 



and polished game, being 
well presented and beauti- 
fully designed, Progress is a 
challenging and continuous 
process, by dint of the nicely graded levels, 
and the code entry system is also a particu- 
larly welcome inclusion. The graphics ar% of 
a very high standard, with some very smart 
sprites and possibly the smoothest 3D 
update so far. The ST's sound chip is used to 
the best of its ability, and features some 
decent effects and a droning* but strangely 
pleasant soundtrack through-out play. Eli- 
minator will be widely available in October 
and comes highly recommended for some 
addictive, high speed action. 

PRICE: £19.99 

RELEASE DATE: October 

GRAPHICS 87% 

SOUND 74% 

PLAYAB1LITY 90% 

VALUE 78% 

OVERALL 85% 



OThP Amiga version of Elimi- 
nator should be available at 
the same time as the ST 
version, hut it's currently 

Grimmer in Switzerland and was unavail- 
able for review at the time of going to 
press, Rather than being ported straight 
over. Hewson are currently improving the 
music and sound effects, and refining the 
graphics. The ability to use the b litter also 
frees a large amount of memory, so there 
should be even more levels to oIjv through. 

Dodge and weave through 
the tunnel jn Level Three, 
armed with twn multi-shot 
tdnnon r 



. 








THE5TOPYSOFAR.. The tvi I sorcerer 
t>a* has sworn to wreak doom on the 
people ol the Jrwell rd Cily u nless 

Pr ncr?!i% AAari;ina i* delivered Iti him. If 

j champion tut be Found who is able 
•o defeat his demonic guardians, the 
Princess will be released. From the 
wastelands conies an unknown 
bubarrin wietdina hi> fen>adswflrd 
with deadly ikifl Can he free the 
ftjnceii? ONLV YOU CAN say.. 

£ Palace- Sof t w.iP- 1987 



You are racing in the world's craziest 
race: The American Cross Cou nip- 
pies:! ij»e Cars Race. This rac* Is Over 
three tradrs through nu< th* United 
Slam i. Complete In* rac* b*lor* the 
Mrrii- runs, out to eet a taster car. You 
start with a P0FLCHE 911 Turbo and 
omy ttM but rktvwi mdy drive a 
FERRARI GTO I 

:.v Cd.'i.Tilus.and th* iihM:, | 
■ iv fi^k^of TrtuiSatlwflr*' 
CatponUDfl 



Crab your way through Chicago punch 
up New York, and jump on San 
Francisco. Three indescribably nasty 
characters which bear a remarkable 
liktn-eti te king ^ang, GaJ*"H» an ^ 
Wolf- Man. on ISO days of destruction, 
through 50 different cities, 
I .Vi ft Midway MFC. Co. All ■ ghh 

leseiveoActlvihoninc. 



VERY BEST IN 

Dcetn Snftwar* Limited ■ 6" Central Street - Manchester ■ N\2 5NS 




Based on the popular arcade com op, 
END U HO RACER described as THE 
BEST COIN OP COM VERSION 
AvAll ARI F M [PnpnJjrrnmputinH! 

Ut/Ad-lrly) E rftrtt hrmir IrarliC l/-i ffarjflfr 

I rails, a stunning motorbike race 
pltt Ing you against t im e as you 

comjwte with deadly opponents and 
the cruel and challenging terrain,.. 
iS67 A^nv^ion, Int 



The evil Zark has rendered all 
landscapes drab and grey. With the 
heilp of yo ur f ai rh fu I ter *ant Catel ite 
raster* Wl iwo-rld to- Its former glory 
rnll4*rt Irani fflpcpwi,*l rffeft* *% yCiu 
manoeuvre to shake off the alien 
forces Stunning graphics create the 
mood for a thrilling and compulsive 
game with hordes of hidden features 
and e jet ra controls. 
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DISC OR TAPE 1 1 y»S7i? 



AVAILABLE FROM ALL LEADING RETAILERS 


F E A 


T U 


R 


E S 1 


N C L 


U D E 


TRANSFER REQUtffTH 


ATTEhfQAMCE 




STAFF RETHEBritNT 


■A-EXTRA TRAINING 


BPONEUpiSAOPfNGS 


ZSP^NTB-FOflA W-N 


TFAM EHHl S- 




FOUR LEAUUL 5 


SUBS-TlTLTl*ON3 


FULL RESULTS 


SEE ALL CUP RCMJWOS 


LOAN FLATTERS 




W TEAM? EACH 


■iFMniNCQFFB 


SEASON TICKETS 


HON LLlCHJES 


transfer war 




M GAME SEASON 


UDWEEK GAMES 


* TV, CAMERAS 


BUPPBCfUflCUVf 


frA* LOTTERY 




HOME* AWAY 


free nwnSf EPS 


CRO^O tf OLE MCE 


3 SCO^/TS .' EXTRA TWE 


POLtCE BILLS 




FA i LEAGUE CL#S 


SELL A 6UY SHARES 


APPROACHES 


7 YOUTH PLWE4& 


DIRLCTORS 




^CPlavs^injuhies 


RfTlflEUENTa 


TESIWDNIALS 


CONTRACT LEM3TH 


* TAX HL1W.TE 




EUROPEAN CUP 


ihfTERNATIQNALS 


WEEKS PROPTTS 


wwannw 


iEEALLFQUftaVS 


UE FA CUP 


EUflQ TOURS 


HAJy£ r TEAM EQfTQR 


JMNtWOHFfEl 


* HISTORY PA Ml 




-GUP WINNERS CUP 


MANAGCRP4ATING 


LM.T.G COUNTEH 


Change cuuo 


REPAY BAN* 




3 LEGS, 1 PENALTIES 


*P4|l4T£RC#TlOJ 


LEAGUE TTTkES 


PLAYERS AG15 


TEAM MORAL 




AGWEOa*,Tf J PLAYERS 


B RESERVES 




* QQA_5COHLfLS .' L£AOLlE 


sack, players 




MCAALfENLL 


PROMOTION 




CM^rsOE" FLAYEP.E- POS 


SEE pqe-tponlwEnts 


F ELD POSITION 


RELEGATOPi 


4 MUCH MORE 


EUROPEAN OM tPlS 


UANACER Of ?K UQHIH 
POOLS PANEL 


SCOflEO. 1 CONCEDED 
PLAYED^ COACH 


WLEKLY ne*s 
taOJWQWING 




■A BONUS P* v 




•INSURANCE .• FQP.MA.TIOT 


WATAETUHNS 




PHYSIO r 3 LEVELS 


hi OR T GAGE 


* riATUflES NOT OH 


flUiP STANDS 


YtfT E OF CON F 1 DC *CE 


FIXTURE LIST 

f.wl.DF.A Pra 


SAVE GAHC 

kITLUI L" ■ TAM 


im *1 ffAPE> 


ALTFH T CKET PHtCES 


INJURY TIME 










TO OBTAIN 



FREE CATALOGUE 



ALL OUR 



STRATEGY GAMES J JST ENCLOSE A LARGE S.A.E, 
OTHER GAMES STILL AVAILABLE BY MAIL ORDE~R 



FOOTBALL DIRECTOR(48K} □ 
WEMBLEY GREYHOUNDS <=> 
INTERNATIONAL MANAGER □ 
2 PLAYER SUPER LEAGUE en 
RECORDS FILE c=) 



£9.99 
£7.99 
E7799 
£7.99 
£3.99 



SPECTRUM 48K CD SPECTRUM 1 28K «2> COMMODORE 64 
AMSTRAD CPC 464 ^ AMSTRAD CPC 6128^ 



PLAYING TIPS FOR ALL OUR GAMES E1.00 

Cheque/P.O. made out to D & H Games plus a large S.A.E. with 25p stamp 
attached. Please slate clearly which game or games you require & tor 
which computer. Also write your name & address on the reverse side ot 
any cheques. Overseas orders please include C1 .50 Postage & Packaging. 

DEPTgm, 19 Melne Road, 
Stevenage, Herts SG2 8LL 
ENGLAND 
GAMES ES S (0438) 728042 
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SOLD! 

FOR JUST €6 

Yes, it costs just £6 to 

advertise your old 

computer hardware in 

The One 



Just fiii in the coupon 

below 

T 

Couldn't be easier!! 



CLASSIFIED COUPON 

All you have to do is fill in the coupon below including 
your name, address and telephone number and send 
to: Classified Dept, The One, EMAP, Priory Court, 
30 - 32 Farringdon Lane, London EC1R 3AU. 
Maximum 30 words Your advert will appear in the , 
earliest possible edition. 































































Name: 


Address 







Tel:, 



Hove you Included the fee of £6 .00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement wilhout assigning any reason. 
Advertisements are accepted subject to approval of copy and 
to the right of the Advertisement Manager to alter, reject or 
cancel any order without explanation. The Proprietors are not 
liable for any loss from any cause whatsoever, nor do they 
accept liability for printers' errors. The Advertisers oh all 
indemnify Ihe Publishers in respect of any claim, cost and 
expenses arising out of any libellous or malicious matter or 
untrue statemenl in any advertisement published for the 
advertisers, or any infringement of copyright, palent or design 
therein. The placing ot any order will be deemed to be an 
acceptance of these conditions. 



CONTACT MANAGING DIRECTOR 401 J OE SAI S 





acmania 




Imost a decade after a cute 
.yellow ball called Pacman gob- 
bled his way into the hearts of a 
nation, Namco unleashed yet another sequel. 
Pacrnania quickly developed a cult following 
when it appeared in the arcades earlier this 
year, and Grand Slam's officially licensed 
conversion will undoubtedly do the same, 
Gary Penn goes wicka wicka . . . 



Ask any non-computer or 
video games player to 
name a video game, and 
he or she is sure to reply 
either 'Space Invaders 1 
or. more likely, *Pacman\ The coin-op 
was a world-wide success, and public 
awareness was, and still is, extensive* 
Hardly surprising, as Pacman's game- 
play is so delightfully simplistic and 
yet addictive, and its cutesy nature 
succeeded in attracting a new breed of 
female games players. Pacman inspired 
all manner of spin-offs . * . apart from 
the ubiQuitous and comparatively 
mundane T -Shirts and watches, there 
was a record (anyone remember, or 
own for that matter, a copy of Pacman 
Fever?) and even a TV show. 

There were sequels gal ore Y including 
Ms Pacman t Pacman Jr and Pa eland 
(currently being convert k?c1 to the ST 
and Amiga* incidentally ) T and of 
course ¥ more recently, Pacrnania. While 




;FAC*4thll4 



■ 
CREDITS l" 



"he Jungly Steps of die sixth and seventh 
levels are difficult to negotiate, with Clyde 
steaming around the maze like a Jack Russell 
with its tail on fire. By the time you get to 
Level Ten the action really hots up p and It's like 
playing under the influence of a turbo pill - 
only you don't move quite so fast J 



o 








Ms Pacman and Pacman Jr adhered 
closely to the original Immensely popu- 
lar formula, and Paeland was more in 
keeping with the television series, Pac- 
mania is a slightly different kettle of 

flsh.lt retains the simplistic and In- 

* 
furiatfngly addictive ga map I ay of the 

legendary original, but there are a few 
important tweaks and some very noti- 
ceable aesthetic changes . . . namely 
five bouncy soundtracks, Improved 
sound effects and graphics, and four 
distinctly different eight- way scrolling 
mazes which are shown in oblique 
perspective. 

The first maze follows exactly the 
same layout as the single-screen maze 

adies and Gentlemen , , . It's the 
L-Patm-in Theatre ! Take a scroll 
through Pacman Park - and gobble a few 
ghosts while you're at it. 



eve I Three is a Courage Rewind, 
mpriiing the same maze layout 
a» Level Two but in a different colour scheme - 
and with even more aggressive g hosts. 



■W*he power pills have the same 
I effect as before * , . eat one and 
the ghosts turn blue and it's Pacman** turn to- 
do the chasing! 

featured in the original Pacman, just to 
get you tn the mood. As you guide 
Pacman around the mazes* gobbling 
dots in the time-honoured tradition* 
the screen scrolls to follow his prog- 
ress, and you can never be too sure 
about what's lurking around the cor- 
ner. The fact that you can no longer see 
all of the maze at once adds an Innova- 
tive new twist and plenty of new 
problems, There you are, happily mun- 
ching away, when all of a sudden you 
run into a ghost, But never fear — a 
quick stab of the fire button sends 
Pacman leaping into the air + and with a 
bit of slick manoeuvring you can sail 
over the ghosts' heads- 

The bonus objects which appear be- 







Beware of pumping ghostf ! Inky, Pinky, Blin ky and Clyde are pined by a couple of new 
chums - Sue and jumpy. Clyde's the miserable sod who zips around the maze* at 
high soeed and is difficult to avoid. It's not too difficult to guess how Jumpy earns hfct name... and 
it's not because he** green. 




¥#&>. 
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neath the ghosts" cage are more pro- 
ductive than before, with extra lives, 
power pills and a turbo boost to col- 
lect, as well as the point-boosting 
sweets, coffee, fruit (bananas, straw- 
berries and cherries) and vegetables 
(peppers, carrots and sweetcorn). 

Pa c mania was converted by Shaun 
Hoi ling worth and Peter Harrap, two 
erstwhile Gremlin programmers who 
now form the core of development 
house Teque — also responsible for 
Grand SlanYs Terra me x and The Flint- 
s-cones;. Ben Daglish i^ thf> rn^n behind 
the accurate renditions of the coin-op 
tunes. 




^^ nLK Pieman gets his laughing 
V^gear around the yellow power 
pill, it's all over for Jumpy. 



Iotly pursued by Jumpy the 
ghost, Pacman espies a cup of 
coffee worth a cool 10,000 bonus points! 



j 



EG rand Slam's conversion 
i*iit quite as colourful as 
Its coln-op counterpart, 
sure, but the definitions 
and characters of Pacman 
and the ghosts have been successfully 
captured, and Teque have accurately rep- 
roduced all the payability and addictive 
qualities. Once you sit down and re-llve 
the good old days with the added luxury 
of glorious 3D, attractive, srnoth scrolling 
scenery, mnd foot-tapping soundtracks to 
jolly you along, the repetitive nature of the 
9ameplay is soon forgotten - If. indeed. It 
was ever noticed. As with the original 
Pacman., the action can get extremely 
frenetic at times, and the tension reaches 
heart-stopping proportions when it gets 
to the stage where you can't find an 
elusive last dot because you didn't notice 
you'd missed it in the first place. Pa c mania 
will certainly keep fans of the coin-op 
happy for many months to come, and Its 
oh-so-cute appeal may even extend to 
mothers across the country. Who knows — 
you could find your ST taken over by your 
gran when she next comes round to stay. 



PRICE: 


£19.95 


RELEASE DATE: 


Mid- October 


GRAPHICS 


73% 


SOUND 


72% 


PLAYABIL1TY 


85% 


VALUE 


78% 



OVERALL 84% 

ODue for release at roughly 
the same time as the ST 
version, this incarnation 
promises to be virtually 
Identical to the coin-op, 
No* only should it play almost identically, 
it should look very similar too, with 0- 
colour scenery. 1 6-colour sprites r and full 
screen scrolling. 



O* 





Demos can be bland, unimaginative 
affairs, with little more than a pic- 
ture, some sampled sound and a scrolling 
message in which the author says hello to 
Uncle Tom Cobb I y And AIL Or, more 
importantly, they can be genuinely im- 
pressive works of art, featuring eye- 
catching effects or innovative ideas. But 
whatever the opinion of the end result, 
demos are a means of expression, argu- 
ably as valuable as sculptures or paint- 
ings. Each month we're as keen to display 
them as you are to see them in print. But 
we need to be on the ball - so why not 
give us a hand and send us anything you 
feel is worthy of everyone else's atten- 
tion. Be it a picture, a fully animated 
masterpiece or a simplistic game, pop it 
in the post in sturdy packaging to: DE- 
MOS, The One, Priory Court, 30-32 Far- 
ringdcft! Lane, LONDON ECIR 3AU. 
More demos next month, including a look 
at What I 6-bit Compune t has to offer. 

To get the ball rolling, we've taken a look at 
some of the disks that Wakefield-based 
Public Domain library 17 Bit Software have to 
offer. 17 Bit Software regard themselves as a 
very informal dub with a very substantial 
membership of both ST and Amiga owners. 
Membership is £3.00. and they supply quality 
Public Domain software for both machines for 
£2 50, with a standard three day turnaround (or 
24 hours rf orders are made over the phone). If 
you want further details, or feel you have a 
demo good enough for inclusion on one of their 
disks, drop them a line at 17 Bit Software, PO 
Box 97, Wakefield WFI I XX, or call 0924 
,|6£#9*UQh yes .. The disk numbers mentioned 
ineror reference, so should you decide to |oin 
17 Bit and fancy one of the demos mentioned, 
you've got the information you need. 



DISK99 



Entitled ' Art ° f Noise', this 
£JJ !■ diskette is parked out with 
a completely sampled rendition of 
Counterpoint, with samples by Spaz 
and a bit of progging by Manikin. Just 
the stuff for anyone turned on by 
sampled records. Also available are 
the Pet Shop Boys' Always On My 
Mind (uh-huh) and Jarres* Zoolook... 
but only for 1Mb systems. Aaah. 




DISK 109 



/r%^T° be fair * ,an ' n * Mk ** Me s a 

\^J Demo doesn't feature any* 

thing outstanding; but it's compe- 
tently put together with some pretty 
effects and lots of samples, including 
snatches of S'Express, Voyage 
Voyage and even James Brown 
(hah!). Highlight of the disk has to be 
an amusing animation where the gen- 
tleman on the door of a toilet comes 
to life and shakes his funky thang in 
time to some sample musk. Titter. 




DISK 104 



^^akc A Break takes up the 
ULJ I whole of this disk, but 
that's because it's a playable game 
rather than a non -inter active demo. 
It's based on the popular snooker- 
orientated trivia pub game T Give Us 
A Break, which in turn was based on 
Dave Lee Travis* radio show quiz of 
the same name. The objective is 
simply to make as large a break as 
possible by potting balls, as in a game 
of snooker. However, to pot a ball 
you have to correctly answer a trivia 



question, such as Pop Music, General 
Knowledge, Sport and TV & Films, 
from a choice of four answers. Pot a 
red and you can go for a colour — the 
higher the value, the tougher the 
question. And the questions get pret- 
ty damn trivial. Get the answers right 
and the ball is potted with a sampled 
'clunk' as it sinks. Nothing mind- 
blowing, but good for a laugh - 
especially with a few beer-sodden 
mates. Just like the real thing, in 
fact... 





DISK 16 



^7\U ere we have three 
\ m J I straightforward graphic* 
demos which aren't that new but are 
certainly worth a look* The best of 
the bunch is definitely the Newton 1 * 
Cradle, an impressive ray-trace ani- 
mation which is guaranteed to turn a 
few heads when the relatives come to 
stay. Equally interesting, but not 
quite so 'Goo-Gosh-Wow 1 , is the 
rocking chair - another ray- traced 
work featuring a rocking chair in 
action. Gasp. Lastly, the least in- 
teresting of the three is a line drawn 
fighter which nips in and out and 
around the screen. 



DISK 46 



^^he BIG Demo doesn't fea- 
^^Ji ture any fancy swirling im- 

ages or r ay *t raced animation. Nope, 
it's just music - and lots of it. Dozens 
of classic (and not so classic) Com- 
modore 64 tunes (originally by Rob 
Hubbard) have been rewritten on the 
ST, including San x ion, Crazy Comets, 
Monty On The Run, Thrust, Commando, 
Zoids h Phantoms Of The Asteroids, Star 
Paws and a whole lot more besides. 
Six of the tunes have been remixed 
slightly with some sampled sounds 
thrown in for good measure, but on 
the whole most of the tunes have 
been accurately reproduced, and 
there's plenty there to keep you 
going. 





DISK 127 



^7\E ive mild 'y entertaining de~ 
%*/ I mos fill out this disk. Some 
pretty swtrly effects and a lengthy 
scrolling message are found in Sinners 
I, and there's a simplistic interpreta- 
tion of Gremlin's Cosmic Causeway 
(the las-y et-un release d-on- 16-bit se- 
quel to Trailblazer) in which you guide 
a bouncing tennis ball through a 
cavernous chequered road network. 
The high-point of this disk is the 
Hulkamania demo* which is essentially 
little more than just another run-of- 
the-mill demo with a scrolling mess- 
age* some swirly text and animated 
graphics* and a piece of reasonable 
music headed by an excellent piece of 
sampled speech proclaiming 'HULK- 
AMANIA WILL NEVER DIE 1 in a 
gruff, butch voice. Guaranteed to 
break the ice at parties. 
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□ AMIGA PRO SAMPLER STUDIO 




■ A lop quality Bfficid sampling ^yefcem bJL a reajete • 

price. £ 

t All ths usual featurse nf a SaEpLntf system pJi* 

m&njr nxxrfl • 

# 100% DLuhiae code software for realms JunctKiis, 

# tt\m sample «uttif 

# K*aiume tvm#nw aiepaw * 

# Etaionu law] mrtera • 

# PUes eavwi m iff format ^ 

# Afjv.iBlAbJe 1 aianuai -■ amocnauc reoord trig level. 

ONLY £69.99 COMPLETE SYBtM, 



VariaMe sampfe rate and playback epeed 

Separate scroll line wavefflrra wuutowo plus- zoom 
function wJii Mtt vjickwR far ftr_? siNsurefce adiLing. 

Kartmr* ouupttlMt wtth unoy tffisr nftmra 
IMCJuiAliti 

Software fJea can be used within otiisr music 

mm 

Re verse, mpy, dlu. clear pi lb 3thjer ed£ facLOtee. 

Huvupltona -Hid lln« lftfiA V Jack and DID 
iwidwihnn 

3D shot of sound waveform. Wave editor t£ deeign 
yoisr cwn wan Boras or adjust easting dobs 



PLEASE STATE ABOO/lOOO/MOO 



DATEL JAMMER 



lb complement the Sample Studio the Datel 
jsjmngr gives yen a, 5 octavn knyhoaM to 
plaj And record your sampled sounds. 
ilifflllli 

• 2 and 3 note chorda 

• 4 fcrask sequencer up bo 999& 
emgnte, 

• T&mpo and Beat Goniwilfl* 

• Uutcp Controls on InBtrunwcita. 

• Load and Save sequence. 

• Works on standard IFF ftle sounds. 




U DISK/STORAGE 
BOX OFFERS 

• DD40 holds 40 ZW dirts tonkahls. 

only €6.99 

• DD80 holds 80 5W* disks lockable. 
omly £8.99 

• Disks - 5H" D/DS/D, 

• Tbp quality, bulk packed with 
cables. 

only £24.99 foe as. 



□ DATA/SWITCH 



* A/ft typa wfinoet two grtDfcm w> om towbir 

CT (VMfrllLH) 

9 CentWlUM (HULKtttH or USES (SttU) oaniuwSiDOfl 

omlv f 24.99 

9 ABC lypt uuonocl tarw printere to on* computer 

[ nr vire Wtt). 
9 '^ntroniofi. or R5SK OMUttStoriH. 

ly 134.99 



9 ljiv;iiifi*iit Prur*r- Sparer 

9 Share odd Printer between four mmputers 

9 AuLumiLi:. swffiduiitf nn need to Leave your compute* 

9 REUS eenal nr Genlrmica connections - pitaaM j #al£ 

omly 179.99 



IJ MIDI MASTER 

• Full Midi Interface for A500/ 
2000/1000 (Please state model) 

• Compatible with most leading 
Midi packages (inc. D/Music) 

• Midi In - Midi Out x 3 - 
Midi Thru 

• Fully Opto isolated 

. • No need to pay more - 
Pull Midi standard 

ohiy £34.99 



• ST COPY - 

DEEP SCAN NIBBLE!? 






.J Copy an entire, disk - even highly protected programs - in uiidfer 60 
seconds. 

J Works with on* drivfi or two 

^J Multiple copy option allows yon to make many copies from one original. 

J Copy 1 or £ disk sides - upto 85 tracks, 

,J Sjpwlal format parameters for won standard formate. 

^J Using 1Q40 BT copy a whole disk In one pass with single drive, 

J ftrapacihlE with 5£Q and 1040 SI 

J Unique h INFO' analyser - displays vital disk parameters, including sector 

distribution, data dispersion, interleave state, etc., etc. 
J Pull verity optkin. 
Q Easy to use Icon driven program Gafcos the mystery out of disk backup 



ONLY £29.4 
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□ PRINTER CABLES 

• 25 pin L D 1 to 36 way Gentponics 
pardJel lead. 

• A 500 or 1000 please state, 

• 1.2m length. 

only £8.99 

• 25 pin k D' to E5 pin 'D s - seriaJ 
priniar isad. 

• A50O or 1000 - please state, 

• £m length. 

omlv£8.99 
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J EXTERNAL 3.5 

t Samli/rt txtra *w profile unit - flft& fl" lcc# 

• Tbrp qwJi^ HiC- drti* m9ch,miMd. 

• TbroqSlijwrt ilJnwfl daiBycbaiJiintf rtfiAr- drives 

• A Euperbly Sft'lftl caaa hnlEhsd in compubAP «)«fl¥. 

• ft% compatible 
« L m^ uiiGrmaUrf «*£"% 

• good JanjUi cable [or pMlUonui^ dd yimr dnk rtC 

ONLY £1 14.99 POST FREE 

ADD (IB for Courier dellTrery If required) 



bafore jT3uTH^t4rlT«. 
ptaufl cwiBirt UM fsuuraa - Hue drfw bit III 
KBC djiii? unit *hki u bmuBatl in a amwrti rmufiinti - 
numj ijfijie ^^jjgjtila ftffi nuah la -a pncv and ft» to 
a. starjdani Don't EjMCKl a. law poundE js&e and end 
up mth 'rabbis^' in 4 /eofimber ymr aw lujrtng 
jfiirEi |bs maniiJacturr 

• OOnVteto - no- quota to htf 

• ALar, vyfSiOD oon)Sfto«npletfl wtjOuuscaBBAJX pomr 
uuppty. 
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□ 51 IK RAM EXTENSION • ASOO 

• Available with/without oaJendM 1 clock option 

• SimpJy plugs internally into a A500 slot 

• Pitted in minutes - no soldering etc. 

• With calendar/clock onboard time/date automatically booted 

• Batteiy backed to retain time/data 

ONLY I 09-99 FOR STANDARD 51 ZK CARD OR 

ONLY fill 9.99 FOR VERSION WITH CLOCK/ CALENDAR 




• 1MEG 




J Repine internal 500K drive with a 

full 1 meg unit 
i_j Thfi quality NEC drive unit 
!J Pull, fittmfi ingtruefcionk 
!J Easily fitted no speciaJ skalle 

required. 
Q Direct pluig In replacement. 
J Availanla now. 



• 1 MEG RAM 
UPGRADE KIT 

J Complete kit to fit Internally Into 

520 Sim 
J 5L2K of FASTRAM to bring your 

520 upto a full 1040KM 
^J niUiifi Ee a straiglxtfai'wartl 

soldepingjab - achieved by 

anyone who has a little experience. 
J Makes unit fully 1040 Bam 

compatible. 
J Complete with illustrated 

instriiction^. 

only £99.99 




only £99.99 

• SOLDER/DESOLDER KIT 

LI If you wish to do you own Bam Q No more to bmr 

upgrade then we can supply the ;j useful for many ctt» jobs boo 

EOOlfl. 

'J Quality soldering iron plus a OMIT 

de&nlder sucker too) and solder; 






Zi MARAUDER II 

• Quite s imp ly the best disk copier available far the Amiga 
(ill models) 

_J Superfast di$k popier will copy almost any 
commercial disk 

_| Friendly user Interlatie - Mouse driven 
Uiroi^huut. 

^ Completely compatible with Amiga 
multitasking system 

J Even deci^pte many encoded programs 
LncJuding O.Pnnt/^dec'/ ftunt/Muaie/n 
etc. 

omut £29.99 post free 



: j Special 'Strategy files 1 cope with wm th# 
meet advanced protection schemes 

J SupporU upto S drives simultaneously for 
multiple copies 

(J Kegul*p updates availADlfl - we always 
ship the latest 

I J Fast operation - typically around 60 

BKKjndB 

IjUSKBtopsellMoopSer 



ALL ORDERS HORMALET DESMTCH^D WITHIN 48 HRS 

HOW TO ORDER.... 



BY PHONE 

0788 744707 
24 hr Credit Card Line 



BY POST 

Ht-n:'. chsquss/POE made 
payable tfi 'DaJaL EleoLr^c-rjics' 



PAX 

078S 744292 



UK ORDERS POST FBEE 

EUROPE ADD 11 

OVERSEAS ADD £3 



PRICES AND SPtUIHCAl IONS UUKKLU 1 Al 1 1Mb OP PRESS AND 
SUBJECT TO CHANGE WITHOUT NOTICE 



DAiEL ELECiROIllO 



DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE, 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 



SALES ONLY 
0782 744707 



TECHNICAL ONLY 
0788 744324 
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othing start lingly origi- 
nal in the arcades this 
month, Jaleco provides us 
with yet another Ghosts "n 1 
Goblins done, white Konami 
have two new variants - one 
based on two of their own 
classics! Sega's latest is a re- 
hash of the Double Dragon 
them, but at least it has 
a bizarre new approach... 
as Julian Rignall P^ 

found out. 







he streets aren't safe when the deadly bouncing mooseheads (!) are out in 
force... Dozens of weird 'n' wacky adversaries beset the Dynamite Dux or. 
their rescue mission - and this is a prime example. 



YNAMITE DUX- 
(Sega) 



A : 



foody Woodpecker look-a-like Pin gets wet 
with the large, filly-looking ball of flame at 
the end of the first level. 



w; 



Iter Outrun* Alien 
Syndrome, After- 
kburner and Thun- 
oerblade, Dynamite Dux is 
quite a departure for 
Sega- Instead of high- 
speed thrills artel spills 
and horrific sci-fi blasting, 
they've opted for a very 
cute and appealing beat 
'em up, 

Either one or two play- 
ers take the role of Pin 
and Kin, two ducks who 
bear a striking resembl- 
ance to Woody Wood- 
pecker, and battle 
through a surreal hori* 
ion tally scrolling landsca- 
pe to rescue their mis- 
tress, who + s been 
abducted by the evil 
wizard Ackana. The 
ducks can jump and 
punch; the longer the fire 
button is depressed, the 
harder the punch {signi- 
fied by the duck's arm 
spinning faster and faster 
as he winds up for the 
blow). 

Throughout the rescue 
bldp strange and wonder- 



ful creatures attack, in- 
cluding large red alllga* 
tors with boxing gloves, 
giant dog heads, things on 
springs and wolves with 
mortars - it's certainly 
weird! Contact with an 
adversary reduces a 
duck's energy bar, the de- 
pletion of which signals a 
loss of one of his three 
lives. 

Extra weapons can be 
picked up in the form of 
guns and bombs, which 
are very useful to clear 
large numbers of attack- 
ers. There are also ham- 
burgers and cakes to col* 
lect for extra energy, and 
treasure chests to open 
for bonus points, * 

At the end of the first 
level a giant fire monster 
spits little gobs of fire at 
the hapless heroes. For* 
tunately there are a cou- 
ple of water-pistols near- 
by which are picked up 
and used to put the fire 
out - every accurate blast 
of water makes him burn 
lower. 

When the fire Is out, 
the ducks continue on 
their quest for entering 



the subway, where more 
vicious creatures in the 
form of marauding gangs 
of mice and suited mons- 
ters make the going even 
tougher. 

Dynamite Dux is certain- 
ly an unusual and very 
cute game. The graphics 
are crisp and colourful, 
and the sprites are abso- 
lutely superb - cartoon 
quality throughout. 

Adding to the cuteness is 
a brilliant tune, sounding 
like something from a 
wacky children** TV 
show, and some excellent 
sound effects: the visual 
and aural Impact is no- 
thing short of stunning, 
The gameplay is great, 
especially with two play- 
ers battling as a team, 
and although it's funda- 
mentally a Double Dragon 
clone, Dynamite Dux has 
enough new and novel 
features to make play 
thoroughly enjoyable and 
addictive. 

Whoever snaps up the 
official licence - and sure- 
ly a game of this quality 
won't slip through the 
tightly meshed computer 
licence tttt - will have a 
potential blockbuster on 
their hands. 
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Take out those tanks and armoured vehicles 
before Hie* take out you..* there** more than 
too much trackball-orientated destructive fun to be had in 
Kon ami's tribute to Taito's Operation Wolf. 
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Sold as a conversion 
kit for Combat 
School machines. 
Cabal is a violent and gory 
game very much in the 
Operation Wolf mould. 

One or two players 
take control of soldiers! 
who sit at the bottom of 
the screen and kill the 
enemy. A trackball- 
guided crosshair ii used 
to line up a shot, and 
either a grenade or 
machine gun lire can be 
turned on enemy sol* 
diers, vehicles and instal- 
lation!.. 

The trackball also con- 
trols the soldier, who is 
moved left and right to 
avoid enemy gunfire and 
grenades; flicking the ball 
quickly makes him some- 
rsault out of the way of 
an oncoming projectile. 

When enough targets 
have been destroyed, the 
soldiers do a victory jig 
and dance their way up 
the screen to the next 
level. 

Extra weapons 
in the 



form of super-machine 
guns and bazookas are 
gained by blasting build- 
ings and give the soldiers 
even greater firepower, 
making the game even 
more fun to play! 

Later on things get 
very hectic* with squad- 
rons of soldiers running 
between densely-packed 
obstacles, and tanks, heli- 
copters and flamethrow- 
ers add to the frenetic- 
ism- 

Cabal is very enjoyable 
indeed: it's immensely 
playable and totally gra- 
tuitous* Digitised 
screams M%d explosions 
add to the wartime ambi- 
ence, as hordes of sol- 
diers, tanks and 
armoured cars are total- 
led, 

If you like Operation 
Wolf, grab a load of 
change and make a bee- 
line for Cabal! 
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■he above three shots show the ID viewpoint 
used in the actual jumping stage of the long 
jump. Fortunately you don't have to see it in slow motion 
here.** 




Just released in time for 
the Seoul Olympics is 
Kon ami's new button - 
bashing sports simula- 
tion. It's basically a re- 
hash of two of their pre- 
vious games. Track & Field 
and Hypersports + and also 
boasts one new event. 

The action begins with 
a simple IQQrn dash, giv- 
ing the player a chance to 
warm up. Next comes 
the long |ump, where 
more button pounding is 
required to launch the 
player's athlete into the 
longest possible jump, 
Two views are incorpo- 
rated here, with a side-on 
view of the jumper used 
for the run-up. and a 3D 
viewpoint showing the 
actual jump, It looks 
quite neat, although it's 
played in slow motion - 
very annoying if you've 
just made a foul jump. 

A new event is nesct on 
the agenda: the 4x1 00m 



relay. Yet more button 
bashing, with fire used to 
pass the baton between 
runners. This is the most 
energy-sapping of all the 
events, and requires fre- 
netic pounding for up to 
40 seconds! 

Skeet shooting follows, 
with the player given the 
chance to test his hand- 
to-eye co-ordination 
rather than his strength. 
The power buttons are 
used to guide a crosshair 
left and right, and fire 
blasts a skeet out of the 
sky - if it's pressed when 
the crosshair is on target. 
If all skeet* are hit, a duck 
flies across, giving the 
player a rhanr* m in- 
crease his score dramati- 
cally by blasting it repe- 
atedly for bonus points- 
Back to the bashing 
with MOm hurdles, be- 
fore retiring to the rela- 
tive quiet of archery. 



Similar in style to 
archery on Hyper Sports, 
but instead viewed In JO, 
the player uses die fire 
button to adjust the angle 
of his arrow as it flies 
towards a moving target. 
It's a tricky event to rnas- 
ter + but perseverance 
reaps rewards The 
penultimate event is the 
javelin - played in similar 
fashion to the long jump - 
and finally it's the high 
jump, the most difficult 
of them all: power AND 
skill with the fire button 
is needed to get the 
athlete over the bar, 

Button bashing games 
seem to be back In 
fashion at the moment, 
and Konanii 'Hfl is defi- 
nitely the best of the 
hunch. Sonne neat 
graphics and cute effects 
lift it up from the rest, 
but like many games of 
this type, you won't be 
playing it for very long. 



th no, it's the ghost of sports simulations past come to haunt us.., Yet 
"another incarnation of a very old theme - skeet shooting. 





New ideas seem to 
he lacking in the 
arcade* at the 
moment, and Legend Of 
Makaj does tittle to rectify 
the situation. It's a cross 
between G hosts n p Go Wins 
and Legend Of Kage p and 
features the player as a 
hero on the quest to res- 
cue his spouse, a beautiful 
princess who's been 
turned into an ugly pixie 
by an evil wizard, To free 
her from the spell r the 
hero must destroy the 
wizard, a task which re- 
quires him to explore a 
horizontally scr ol li ng 

(and occasionally verti- 
cally scrolling) platform 
,and ladders landscape in 



search of clues. 

Vile creatures wander 
around the terrain and 
attack the sword-wield- 
ing hero on sight, reduc- 
ing his three-stage energy 
bar on contact. Extra 
weapons are gained by 
picking up the many 
jewels that are scattered 
around and buying items 
from one of the many 
shop* that are dotted ab- 
out the landscape. Jewels 
can also be exchanged for 
'secret* information, ex- 
tra strength t shields and 
healing potions. 

Occasionally an un- 
marked door is found, 
which ia entered to reveal 
a part of the magic spelt 
to destroy the wizard* or 
extra rooms where useful 
items such as keys and 
valuable treasure may be 
found. 



The landscape is split 
into several different 
levels; at the end of each 
is a tough guardian who is 
despatched before the 
player goes onto the next 
level, As progress Is 
made, the landscape be- 
comes more and more 
like a maze, with a 
plethora of secret doors, 
false and concealed exits 
and seemingly inaccessi- 
ble pans of the landscape 
to confuse and confound 
the player - a map or a 
good memory is essential 
if the quest is to be com- 
pleted. 

Featuring some rather 
bland graphics and an 
absolutely dire sound- 
track. Legend Of Makaj 
treads the well-worn 
Ghost V Goblins path and 
offers few thrills and 
spills. Some of the puz- 
zles are well executed, 
but really there's little to 
keep you pumping in the 
coins, 
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j enter one of the many shops found 
Makaj - a hackneyed rehash of the 
. VT Goblins formula. Coo> that double 
ds like a bit of a laugh... it's a shame 




n Jaleco's Legend Of 
^apcorrTs ageing Ghcsi 
)oomerangc axe soum 
uiian can't afford It. 







I n the beginning 1here was the laser disc 
and people were sore confused for thete 

was ,o variety of standards in the market- 
J ptao6. Then the great gods of technology, 
Q I Sony and Philips did look dcwn on the 
|sj situation and did agree that all this confusion 
was not good for business, find on the third 
day r Ihey did create the compact disc, and 
along with 1he compact disc 1hey dkJ cieate a 
standard so that whosoever did manufacture 
a compact disc or whosoever did make a 
compact disc player could be sue of com- 
patibility- And the consumer was impressed, 
and did rush out and buy marv/ compact else 
players and many compact decs containing 
music to entertain himself with,,. 

Soon there was talk of the CD ROM, and 
computer people did chatter to one another 
about a new storage medium. A storage 
medium that allowed many megabytes of 
r formation to be stashed in one small place 
for very little money- And then they did talk 
about Compact Dtec Interactive, a way of 
storing sound and images along with data on 
a silvery platter. They saw they coUd retrieve 
information in the form of sound and pctures in 
a way that was interactive; a way that alowed 
Ihe user to have much tun.*. 

y^V> ROM is a slightly misleading teirn - 
x^^ROML standing for Read Only Memory, 
irr^ies memcxy that the computer reads 
almost instantaneously, memory with a very fast 
access time - comparable to RAM. But a$ Jim 
Mackonochie of Rsrgamcn Compact Sduttan 
one Of the leading companies working on CD 
ROM pubishing project puts it: r CD ROM is 
effectively a large Winchester that you caht 
write to/ J Data on a CD ROM disk has to be 



TOMORROW'S 

Let's not get tied up with the tech- 
nological ins and outs of how a 
laser beam is bounced off a 
reflective surface to read data from a 
compact disc. Let's skip over the pits 
and bytes, get out of the silvery 
groove and look at what could be 
happening on a screen near you in 
the near future... 
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Gremlin's Mickey Mouse on the 
ST. A competent attempt at 

producing a form of interactive cartoon on m 

home micro, Take the same concept and apply 
CD-based technology, and you really could be 
playing the cartoon! 

read into memory before the CPU can get 
hold of It. 
Nevertheless, CO ROM offers the means to 

store, organise and access vast quantities of 
information economical - and as the price of 
CD ROM drives fate towards Ihe £200 mane 
'ordinary users will be able to afford to take 
advantage of 1he technology, At the moment 
CD ROM publishing is confined to the ooipo- 
rate market and about 250 CD ROM products 
have been announced: "announced means 
vou dxi order it/ r Jim Macfe?nochie qualifies. 
"About 60% of the titles are shipped and 20% 
are not ready yefr." 

With CD ROW you can not onfy pack a wast 
amount of data onto a single, virtually undam- 
ageable disc, you can use software to orga- 
nise and present it so 1hat ttie user has 
unparakteted ease of access, T©Kt may be 
combined wBh bitmapped graphics or cigi- 
tised images, and indexed and searched with 
a power and easo that makes printed or 
microti Imed material seem a masochisfs 
dream. 

Anywhere there's a large database, CD 
ROW could step in and make accessing 
information a jay. Reference works, parte cata- 




logues, directories, library catalogues, geog- 
raphical and demographical information, and 
even subsets of on-line databases all lend 
themselves 16 the CD ROM treatnnent, At the 
moment though CD ROM octroy is confined 
to vertical markets - scientific, technical and 
medical markets where institutions or corpora- 
lions have a need to index and access their 
specialised information nnore rapidty. The cost 
of organising data for publishing on CD r in 
corrtbinahon with the co$t and the relatively 
low penetration of the drives means that CD 
ROM In trie home is sore way into me future, 

Pprgamon Compact Solution's flagship pro- 
ject at the moment is being undertaken for 
Boeing. Large passenger jets aie horrendously 
expensive items, and need to be ksptftying for 
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as much of the lime as possible. Rut they are 
also horrendously complicated pieces of 
equipment and have to be maintained thor- 
oughly, to very high safely standards, Rjt the 
rxirte list next to the maintenance manual for 




the Boeing 757, and you have over 18.000 
pages of GtocurrienldHoii Wading through o 
manual and searching through a microfilmed 
parts catalogue while taking into account 
procedural updates and following all the cross- 
references is a daunting and time-consuming 
task for even the most eKperienced engineer. 

Put ail the information on CD ROM, and 
tracking dew^ the potential cause of a fault 
becomes a breeze: setting up and conducting 
a search for all occurrences of 'oil', 'leak' and 
"engine" is trivial and when you're scanning the 
relevant areas of text once they've been focixi 
and called onto the screen, just point and dick 
on reference to a part or subassembly and 
the diagram and details from the parts cata- 
logue pop into a window on the screen. Found 
the information you need to effect the repair? 
Prod a key, and the diagrams and text you 
might want to refer to on the tarmac are output 
to a laser printer. 

And one day, when CD ROM drives are 
fitted as Standard to PCs, you'll be able to zip 
through the Er«^yclopa©dia Britannica on CO 
ROM in the comfort of your own home. You 
could also use CD ROM to provide a massive 
world of detailed terrain to accompany a flight 

_^^ ^memaw^re's Rocket Ranger on 

^^^| ^ta^tne Amiga. "Cinema 1 ware was 
set up with the intention of designing a new 
kind of entertainment/ 1 say 5 Bob Jacob. 
"We Ye using home computers as a training 
ground, developing anrf refining th** m^rhnd- 
ology for interactive games In preparation for 
the arrival of appropriate technology." 



■ incredibly, interactive TV was con- 
Iceived before CDs... The "Family 
WalP seen in the cult '60S SF movie, Farenheit 
451. According to Michael By water, Punch 
columnist and the writer behind Jinxter and 
Bureaucracy, the family wall in Farenheit 451 it 
technically possible today. 'There's about 80% 
more space occupied in a broadcast TV signal 
than is really needed/' he says* **which means 
there's room lor interactive TV... if people 
want it, that is." Interactive Extenders may 
be a touch too demanding for the couch 
potatoes that form its current audience.*. 



simulator, perhaps, but it would hardly adv- 
ance the frontiers of entertainment software. 
And with a mixed-mode CD r?OM drive, such 
as the on© recently launched by Hitachi, you 
can combine CD quality audb and data on 
the same dfec - take a database of ebssied 
records* point 1o an entry on the screen and 
V*xj can rxw© the pockshot displayed on 
screen in oil its Qfoty with a two minute audio 
extract of the music. All fascinating stuff, very 
useful and 'worthy', but hardly nerve-tingling 
fun... 

Can't we hewe words, video and audio al 
together, presented so that we can point and 
dick and interact with what we see and hear? 
Why, certainly sir, if its interactive entertainment 
you want tho pooaibflifioa aro enormous tf you 
con wait a while., 

About fivt=* y*=*~ira [~3QO thft Qrm« plnying 
YYorld was treated to the first worthwhile 
attempt at multi-media computer entertain- 
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ment. Targeted at 6-bit home computed 
aided and abetted by an audio cassette 
player, Oeus Ex Machina was the work of a 
visionary: Met Gaucher. The technology used 
limited the level of irYteractivify to a bit of 
joystick-waggling in sub-games, but neverthe- 
less this was the first serious attempt of combin- 
ing an audio souxltrack ri s^ndnrmisatton with 
Ihe output of a computer screen. Was it art? 
Maybe. Was it good? tf wan awards, and mef 
with acclaim Did it sell? No, mainfy because Mr 
Gouchef didn't agree with the trading terms of 
distributors - the product was shunned by IhS 
forces at Mammon. Visionaries don't often get 
rich. / 

Reoerrfty, things have been hotting l*> on the 
interactive entertainment front, and there are 
now two basic technologies vietig for one 
another in developers' taboratories; systems 
based on CDs and systems based on VCRs. 

On 1he CO ttont there's Compact Disc 
Interactive (CDT) r a detailed standard deveto- 
ped by Phiips and Sony as an extension of the 
original digital audio CD technology; Digtal 
Video Interactive, essentially a proprietary set of 
chips developed by RCA that allows video 
data to be compressed stoied on CD then 
decompressed in real time; and Interactive 
Contact Video Disc that combines anciog 
video with digital sound en a mmpadt disc 

And for VCRs thee are sevecal systems, 
based on black boxes. Mel Gaucher dtewta- 
ped such a device two years ago that allowed 
your 8-bit computer to be interfaced with a 
video, and jolly dancing Phil Collinses WBfe 
previewed at the PCW Show a few years ago. 
This system may yet surface, but the Ideal Toy 
Company will definitely be launching an in- 
teractive videotape system in America this 
Christmas and another toy corporation, Has- 
bro, is set to follow the tead. 

Qut what one we likely to be playing in the 
Dway of interad^e games, when will we be 
playing them and who is going to provide the 
soflware? Bob Jacob of Gnemaware set up 

hfa company "with the intention of designing o 
new kind of entertainment", and is using 
Qnemaware as a training groLnd where the 
frethodology for interactive games can be 
developed and refined ready for the arrival of 
appropriate technology. Around 25 people at 
Cinemawane wortc on their computer games, 
and a team of Ave - the Cinerroware 
Interactive Entertainment Group - is worthing on 
games designed for the up and coming 
systems. The alliance between the American 
company Cinemawaie crid Mirrofsoft n Eng^ 
land rs not entirely ooimcidentai - both Minrocsoft 
and Pergamon Compact Solution are part of 



the Maxwel group of companies, and they 
share offices in the some buBdrig... 

Bob Jaoob has a tot to say about the 
interactive technologies that shoJd be gracing 
our honnes in the 1990s 

"The severest limitation of GDI is that it will not 
do fJI screen, full motion video, it has buf-in 
video and interactive capabiltSea. but it is 
imited to a faiity small full motion video window 
- about 25% of the screen can be used far 
video. Nevertheless, it could make the Jtimate 
arcade machine - you coUd design around 
COI and produce some fabutaus computer 
games." GDI untortunafety, was anrxxreed 
rather prematurely - Philips told everyone 
about t in the middle d a CD ROM confer 



enoe in 1 986, and promised that Ihe hardware 
would be out in the mass market during 1987. 
Although the standard has been carefully 
developed, there's not much in the way of GDI 
software ready yet, and after a host of delays 
the latest target date far the launch of COI is 
mid-1 989. I'm no larger as high about GDI as I 
onoe was, ,r Bob Jacob admrte. ^You can 
design around it r but it's not realy enough" 

CVD then? 'Technically, it's the least cap- 
abb of the three CObased technologies, but it 
will do full screen, fij motion video." An ordinary 
CD can store about five minutes o* full video, 
but with CVD ten a maybe twelve minutes of 
analog video can be crammed onto a sngle 
dec, accompanied by digital sound. "You 



The technology behind DVI is impressive, centering on two custom chips that 
form part of a board for the PC AT or compatibles. The Pixel Processor 
runs microcode at 12.5 million operations per second, and achieves 
dramatic compression of images - a single frame of video is compressed from 600 K 
to 5K, and the audio accompaniment is reduced to 500 bytes per frame. The other 
custom chip, the Output Display Processor, decompresses the video and audio data 
in real time, as the programme is viewed. 

The capabilities are amazing! and the applications many and varied. Existing or 
specially-shot video footage can be combined with computer-generated graphics 
and digitally-recorded audio in a DVI programme. And the user (rather than the 
'viewer') can interact with what is seen on screen, affecting the course the 
programme takes, 

Training, sales demonstration, education, design and entertainment are all 
potential DVI applications - and a good few pilots have already been made by third 
party developers working in conjunction with RCA on the prototype system. Next 
month, we'll bring you a full run-down on what has already been achieved on DVI 
and CDI systems, but for the time being, drool over these shots * * - 









r ideo interaction at its most sim- 
plistic... Ocean's ABC Sports 
Winter Olympics, featuring live action seg- 
ments linked to a board game- Mastertronic 
and Waddington's tried something similar last 
year*** 

could do Dragon's Loir type of games on 
CVD r but you dorrt have 1rue iiteractMy J , 
Jacob oondudes. 

RCA's Digifal Video Interactive is the system 
the* they have their eyes on at Onernawcm 
J Ts a fantastic technology, Ihete's nettling that 
comes dose to competing with it," Mr Jacob 
enthusej D VI e the product of over five years' 
lesearchatRCA arxJ is essentially a proprietary 
set of chips that dllcw up to 72 minutes of til 
screen 1UI motion video to b© crammed onto 
a single cornpoct disc. The video data b 
compiessed by a ratio of 120:1 before it is 
stored on disc arri then decompressed in real 
time by the special DV1 chip$, The only problem 
is that the chips are pajnMly expensive - it 
would cost aiaxid E400Q to produce a home 
DM player at the moment and unfl costs 
come dawn DVI is onfy going to be found in 



^M ML nyone who has struggled to fix their 

^^^ r^m. motor, guided by a Hayues manual full 
Of exploded diagrams and black and white pictures of a 
mechanic working on a similar vehkie, wilt understand the 
difficulties invoked in learning how to do a job while you're 
actually doing h\ The only real reference you have are the 
parts in the car yuu are attempting to fix. Wh*i DVI, 
computer generated pictures and diagrams can he mixed 
with fulkolour full-motion vid« of the mechanic disassemb- 
ling parts in front of the camera. 

The DVI way to learn how to fix cars is painless and much 
more useful than the written word and printed picture. Click 
on the relevant icon to call a section of the programme onto 
screen, watch the graphic representation of the parti you are 
about to attack, rotating them as yw wish. Then listen to the 
audio soundtrack that take* you through the task as a video 
window comes onto screen, revealing specially-shot footage 
of a skilled mechanic undertaking the manoeuvres you are 
about to attempt. 

One day, there will probably be racks of Havne* compact 
discs in Halfords h replacing those classic manuaJs-you know, 
the ones that take you through removing and dismantling 
part of your car and then giibry state "reawmhly k rhr- 
reverse of me above proced ure " after you've got the thing in 
bits all over me front room carpet . . - 



government department or mega cofpora 
tton& 

VtR-bosod interacltve systems are going to 
be the M hto the home. ^eady; a large 
number of 1nterachve J video games have 
been feteased - including Ocean's skiing 
game, which appeared in 1he-. shops last 
Christmas - but they have generally been 
related to board games, and as such havent 
been very interactive. Several systems are 
being developed by American toy corrv 
pcrie$, based on a multi-track approach 
■which allows 1he plover to bounce from track 
to frock on the sarro video tope. Admittedly. 
video tope is serial - you start at the beginning 
and cany on until the end wrthout junping 
backwards and forwards wee the data - bii 
you get highnqualrty, ful mtfton video and an 
awful lot of hemes already have a video in the 
front room. Ts rather compelling... the potential 
is absolutely marveitous/" Jacob saySv revealing 
that Qnennaware have dready completed 
one such project for the Ideal Toy Company. 
This Christrrm an interact*/© video that L^es 
the Disney Ibcary of cartoon characters will be 
on sale in American toyshops - and Gnema- 
ware put the game together. 



The Qnemaware approach is to develop 
the techniques of designing interactive games 
while they wait for the technology to arri^a As 
Bob Jacob says, '"Someday, somewhere, peo- 
ple aie gorg to invent a very compelling 
interactive technology, a mass market enter- 
tainment medium that wil bring parents and 
chilcfcen into o mass maiket cpplicotion, \ dont 
know which hardware system ts going to win, 
buf once we\e developed an interactive 
design iriethodology we can shoot material 
and use it across dl formal^" Whether it's COL 
DVL ICVH Interactive VCR or something con> 
pletery new like interactive cable TV r Cinema- 
ware will be ihete. 

The 1 990 & are jl*J anound the comer, and a 
whole new entertainment medium that will 
allow the player to interact with specially shot 
ucteo footage is waiting in the wings, 
5ugg**te>d Beading, ,p 
CDI Developer's Handbook 
GDI: A Designer's Overview 
KJuwei Technical Books 
ISBN 9031021 103 
And... 

CD ROM the New Papyrus 
Microsoft Press 
ISBN 0-914845-74-6 
Available through Penguin Books 





A: 



nd DVI is set tt> mike designer! 11 work easier- in i landscaping derm, for instance, you can combine a real photo 
lot a house and garden with a library of trees, plant* and shrub*- Oik on an icon, and you can see how Mary's 
garden grow* immediately after codde shells and silver bells have been plated in borders. Click again, and you view the garden five 
years alter the Landscaping: click again in u** how thing* kjcih wkwii [he »pw k m Jhii has readied maturity. 

Suddenly, with DVI, the felt-pen rough gues out the window, and the artist* impression' can be replaced with real ►mages, edited 
together to show how things will actually look. 
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Come on all you Amiga users, have wmt real fun and games with 
your computer. Ruce against the clock with OUT RUN™ the 

absolute chalk n#v to nerves and reflexes. Sorcery with 
WIZARD WARZ™as you battle with horrific monsters in your 
quest to become the i\o. 1 spell caster In this role playing fantasy. 

Arcade and fantasy role playing action with two 

official ADVANCED 1HJ^(.K)NS & DRAGONS^ 

computer releases, IIEKOKS OF THE LANCF^ and 

POOL OF RADIANCE™. Action in 

STKJiliT FIGHTER™ one of The afude 1 ! most popular martial 

arts combat games. Pinbail in JINKS™ as yuu guide a wild 

bouncing alien probe through countless hazards. And a czlasii of 

arms with BLACK ITGER™ as you go forth and do battle 

to vi vi civilisation k 

Al A24.99 all these games arc guaranteed to tiring a smile 

to your face and to the face of y&ur entertaining Amiga. 




U«5. Gold Ud h Uniis 2/3 Holford Way, Holfonl, Birmingham B6 TAX. 

Tel: 021 356 5388 
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